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WELCOME 

AFTER WHAT SEEMS to us like an age, Nintendo's latest console has finally hit the shelves and it's about 
bloomin' time! Since its Japanese launch last September we've been revelling, somewhat selfishly, in 
the bountiful delights of the diminutive wonder (well, we could hardly share our GameCubes with 
you all, could we?) Since that time we've played and shared our views on every game that's come 
our way. Now though, CUBE is moving up a gear and evolving. Now we are reviewing and 
previewing games that everyone has, or will have access to, on a console that's just begging to be 
bought in a shop near you, and the CUBE team is very excited that we can finally share the fun 
with you all. 

So, I would imagine that for a good many of you, this is the first time that you have picked up an 
issue of CUBE - where have you been? You've missed five amazing issues rammed full of news, 
previews, features, reviews, guides, hints and tips. In fact, just like this issue, every one that has 
preceded it has been typified by a commitment to bring you the very best in GameCube coverage. 

So welcome to CUBE, you've certainly made the right choice, as we like to think that no one 
offers you more. If you want honesty and integrity, it's here in spades - no one writes better 
reviews, no one gets more exclusives, speaks to the important people or works harder to produce a 
finer mag - and that's a promise. 

Of special note this issue is our 50 page special devoted to the PAL launch of the GameCube, 
and it should be your first port of call if you have just bought, or are about to buy, Nintendo's 
latest gaming wonder. There you'll find all the info, all the peripherals and all the PAL reviews for 
the games you'll be able to buy in the shops at launch. For those of you with an Import review 
you might want to check out the review of Luigi's Mansion (page 30) where we exclusively reveal 
exactly what the differences are between the European and Import versions (note: you'll be 
needing a mirror - we don't want to spoil it for everybody!) Elsewhere you'll find our review of 
Biohazard, again we got it first and by golly it's something special. If you were under the 
misapprehension that the GameCube was for kids then you had better think again... 

Right, that's it, you have the right mag, you should have or be getting the right console, so all that 
leaves me to say is a big 'THANK-YOU!" to 
you ail and point you to our forum. It's 
been swamped by you guys with just shy 
of 28,000 posts! So if you have yet to go 
there I heartily recommend that you do, 
so point your browsers to 
www.totalgames.net/forum and click on 
'GameCube' if you want to chat to us or 
meet fellow Nintendophiles. Enjoy! 

Simon Phillips 
Group Editor 
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UK LAUNCH 
SPECIAL 


(Or 'Everything You 
Wanted To Know About 
The GameCube, But 
Were Afraid To Ask') 


YOU KNOW, IT’S amazing how many 
people out there know about the 
GameCube, but don't know about the 
GameCube - everything from the basic 
questions like what colours the 
GameCube comes in and how it works 
to the specifics of which games are 
due out on launch day. Well, 
you don't have to fret - 
we've worked long and 
hard to cover all the bases 
and bring you a full-on 
guide to everything you'll 
need to know about the 
GameCube on day one. 

Strap yourself in for a 
rollercoaster ride of 
information... honest. 
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+ PAL 
60Hz 


Important questions about the GameCube that 
you might not know the answers to... 


What are the primary differences 
' ■ between a PAL GameCube 
and an NTSC one? 

A g Not that much, as it . /."M 

m happens - as far as 
physical appearances go, the 

removal of the Digital AV Out ^i3|jjj|Pj|H 

port Those of you who know , 

about the technical side of M ‘ * >* -U 

consoles, though, will realise ‘ t 

that a major difference is down ’-j ^ ^ ii - ^ g y^ 

to the specifications of PAL and ' r I g^ |f . 

NTSC systems; In the past, PAL ^ i 

consoles have always run 17.5% slower fs r“ 

than NTSC ones and featured borders M 

around the screen when running software. 

However, advances in technology - along with the 
introduction of the PAL 60hz mode - will negate / 

practically all of the speed difference with next-generation consoles. 
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What type of discs does the GameCube 
use? Aren't they just DVDs? 

A No, they're not - the discs that the 

GameCube uses are three-inch optical 
proprietary discs, holding approximately 1.5GB of 
data each. These are specifically developed for the 
GameCube and are based on the latest 
Panasonic disc technology; hence, ^ 

when all Panasonic products 
start using them, the 
GameCube will be in 
prime position. However, 
this does mean that the 
GameCube cannot play / 

DVDs or regular CDs, but 1 ^ 

this is no big loss when L|gj||||||A 
you realise that the 

machine is made ^ 

specifically for games. 


So what sort of ways 
f can I connect the 
/ GameCube to my TV? 

A Depends on what sort of 
TV you've got. If your TV 
is reasonably new (and we're talking 
around five years old or less) then 
you'll probably have a SCART socket 
that long, thin 


on the back 

^ connector with all the holes in it. The 
GameCube comes with a basic 
! ^ audio/video cable and a SCART adapter 
M so you'll be sorted, although you might 
want to think about investing in an RGB 
SCART cable for a higher-quality picture. 
Those of you with more fancy TVs might 
want to consider picking up an S-Video 
^ cable; it provides a crystal-sharp picture that's 
highly regarded among hardcore gamers. If you're 
stuck with a really old or bog-standard TV though, a 
basic RF Aerial adapter (the small round hole where 
you plug the TV aerial) will be available at launch. 


What sort of 
memory cards will the 
GameCube use to save data on to? 

A The Memory Card 59 is pretty much the 

same as any other console memory card - 
you plug it in and it saves your game data. As the 
name suggests, the memory card consists of 59 
blocks to save your game to; however, the number 
of games you can save to the card depends on how 
much space each one takes up (from as small as 
three blocks to as much as the whole card). 
However, the Memory Card 251 (which is four times 
bigger) is out in the US on 24 June, so no doubt it'll 
appear over here soon enough. 

As a side note, those of you coming to the PAL 
GameCube having owned import ones won't be 
able to port across any of your game saves. Instead, 
you'll have to 

reformat your card .. 

to register the PAL H 

machine - an 

obvious point, but a 

valid one 

nevertheless. ^ 


RF SWITCH 
RF MODULATOR 


NUMBER 

CRUNCHING 


There's nothing quite like a console 
comparison to get you going in the 
morning, is there? 

War, huh... what is it good for? Well, 
nothing really - unless you're trying to 
promote a rival console, of course. You 
see, while the more level-headed of us 
know that it's the games and NOT the 
specifications that make a machine good, 
you'd be surprised how many people are 
blinded by numbers when choosing a 
console. After all, it has a bunch of high 
figures attached to it... so it must be 
good, right? Well, no - not always, 
because the specifications aren't always 
what they appear to be. Still, don't get us 
wrong - we believe that the Xbox and 
P^2 are decent enough machines in 
terms of games. We're just out to prove 
that yvhen it comes to the pure numbers, 
the GameCube isn't as much of a junior 
as the rivals might have you believe... 
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The PlayStation 2... a great machine, but 
it's not as powerful as the GameCube! 


SONY^ 


PRETTYASAPICIURE 


Q OS 5o why was it decided not to offer the GC 
^ with a DVD player feature as standard? 

A Simple... do you really want to pay more for 
your console? No, thought not. Basically, the 
GameCube is intended to be a games machine rather 
than being a 'home entertainment system' - it's made 
to play games and nothing else. Not only is that what 
Nintendo is best at, but including the components 
needed for DVD playback pushes the price of production 
up which, in turn, pushes up the price you pay. And 
before you ask, no - the specific DVD/GameCube 
combined unit known as the Panasonic Q is never 
^ going to be released outside of Japan. Sorry. 


POWER OF THE BEAST 

Going on the base figures, it's clear that the Xbox comes out best - created using Intel PC 
technology, there's certainly no doubt that's it's a powerful machine. However, the 
GameCube's smaller 485l\/lhz Gekko isn't as lacking as you may believe; IBM's custom-made 
micro-processing unit is actually based upon Apple's PowerPC technology. This means that 
while the clock speed remains constant, the actually processing power is twice as high. 
What's more, the GameCube has a whopping 256k memory cache built onto the central 
processor, which takes some of the load off when things get tough; thanks to this, it's totally 
conceivable that the 485Mhz processor can, in fact, run up to ten times faster when pushed 
to the absolute limit. Pretty impressive for such a small box... 


PROCESSOR SPEEO 

G.'- ■VlL..,.. r— 

485IVIhz 733IVIhz 


295IVlhz 


GRAPHICS AREN’T EVERYTHING... BUT THEY LOOK NICE 


The biggest weapon used by people who enjoy bashing rival consoles is the polygon count - or in 
layman's terms, 'the thing that makes the graphics look good' Theoretically, the higher the 
number the better the machine is at creating ace graphics; of course, looking at the figures here 
would suggest that out of the three next-generation consoles, the GameCube is the worst of the 
lot. Still, we've seen what the GameCube can do... how can that be? Weil, it's all about taking the 
figures in the right context - namely, the conditions that those figures are created from. 

For example, we'll admit that the Xbox and PlayStation2's figures are correct... in terms of raw 
data. Being able to create that many polygons at once is totally possible, although only when 
done in a base form with nothing else going on at the same time. In contrast, the GameCube 
figure of 12 million polygons is taken from an estimate during realistic gaming conditions 
- that is to say that while the GameCube is generating those 12 million polygons, it's 
also busy coming up with all the necessary textures, backgrounds, character models, 
lighting effects and other things that have to be in a game to make it... 
well, a game. If the Xbox and PlayStation2 were to take realistic 
gaming conditions into account rather than raw data, then those 
polygon counts - which once seemed so high - come hurtling 
down to a 'meagre' 10-12 million. See? We told you things 
weren't as bad as you might have thought... 






POLYGON COUNT (PER/SEC) 


. AMECUBE 
12 million 


116 million 


66 million 
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MUSIC TO MY EARS 


Even though ifs often the graphics that first grab your attention with 
any game, the music and sound is just as important - after all, they 
help set the atmosphere and make the game complete. Although it can b 
tough to completely understand audio standards if you're not a technical 
expert, all you need to know is that the GameCube is capable of emulating 
the sound of a complete orchestra all on its own. With the ability to reproduce 
up to 64 different audio channels simultaneously (which is as many as a 
studio-produced music CD) the only fly in the ointment is the GameCube's 
inability to produce Dolby Digital 5.1 audio when compared to other consoles. 
Of course, you'd need a Dolby Digital speaker setup before you could take 
advantage of this feature, so many of you won't be missing out on much... 


Audio capability 


(SAMSCUBE 

XBOX 

PSS 

64 Channels 

256 Channels 

48 Channels 

(Dolby Pro Logic) 

(Dolby Digital) 

(Dolby Digital) 


Q '^ ' Does the GameCube have an expansion 
t port like the N64 did? 

A Yes, indeed - as well as the serial ports 
that we've just mentioned, there's also a 
high-speed port on the bottom. So far, Nintendo 
hasn't announced any plans as to what this is for - 
so for now you'll just have to sit tight. 


A Yes and no - while the GameCube is 

totally capable of going online (thanks to 
the two serial ports located on the bottom of it that 
can be used to connect a modem and broadband 
connector, and even a mouse and keyboard when 
they're announced) Nintendo still hasn't announced 
Its plans for online connectivity at time of writing. 
We know that the GameCube modem and 
broadband connectors exist, so the delay confuses 
even us... and the excuse that there isn't a big 
enough market out there doesn't wash with us 
either. Still, the opportunity for connection is there - 
it's just a question of when Nintendo is going to 
take advantage of it. 


Does the GameCube support Dolby Pro 
Logic 5.1? 

A Sadly not. However, it can support regular 
Dolby Pro Logic as opposed to the digital 
kind, but only when the game software has the 
code written into it (as Star Wars: Rogue Leader 
does). At some point in the future, import 
GameCubes may be able to support Dolby Digital 
but as PAL GameCubes don't have the digital 
output, they won't get the same benefit. 


Does the carry handle 
■ come off? 


■ come off? 

No... why would you want it 

■ to? If it did, you'd run the 
risk of your GameCube crashing to the 
floor every time you picked it up... 


* Is there ever going to be a GameCube 
* hard drive? 

A Quite possibly - we've already seen proof 
that IBM has developed a credit card-sized 
hard drive that can be fitted into the high-speed port 
of the GameCube, although there are no details on 
if and when it's going to be released. 




THANKS FOR 
THE MEMORY 

In addition to the 3Mb of memory housed in 
the Flipper graphics chip, the GameCube has 
a total memory of 40Mb. Once again, this 
seems far inferior to the Xbox's boast of 
64Mb (which is combined into one solitary 
block of unified memory) - however, it's the 
breakdown of memory that brings the 
GameCube back up to speed. The main 
memory is made up of 24Mb of IT-SRAM 
(single transistor static RAM) - there are 
many benefits to this, not only because it 
drastically reduces the cost and physical 
space of the memory (meaning you, the 
consumer, don't have to pay as much for the 
console) but also because it's among the 
fastest memory 

technology around 0l\l>B0ARD 

today. The remaining |l/|CnflnDV 

16Mb of A-Memory IVIElWlUHI 

(Auxiliary Memory) is GAMECUBE 

made up of dynamic 40Mb 

Ram (DRAM), which (24Mb IT-SRAM 

is used as a 16Mb A-Memory) 

temporary storage 

area for buffering all -r- a\ 

r u ? 64Mb (Unified) 

manner of effects ' ’ 

and other quick- PSS 

access necessities. 32Mb (Direct) 











What sort of ventilation system does the 
GameCube have and is it as loud as the 
ones used by the Dreamcast and PlayStation2? 

A The left and right sides of the GameCube 
each house a vent through which air can 
pass; the fan (which is located on the lejft of the 
machine as vou look at it) draws cold 

■ 1 the right-hand vent and 
then expels hot air out 
through the left, thus 
keeping the internal 
components cool. As 
far as noise goes, the 
GameCube is 
surprisingly quiet - 
considerably quieter 

still makes some noise, 
as you'd expect, but 
nothing that will 
distract you from your 
game playing... 


MK present in many games on both the GameCube and j 

Game Boy Advance will help expand the gameplay options of each | 
title, but won't restrict you if you don't use it. Put simply, the \ 

GBA/GC link-up is the first of its kind and opens up all kinds of \ 

possibilities to game developers; what's more, there are plenty of ^ 
titles on the horizon that'll use it. For example. Sonic Adventure 2 Battle 
on the GameCube and Sonic Advance can be linked up to expand the 
breeding options contained within a small section of the game, while 
Animal Crossing (known as Animal Forest + in Japan) unlocks new areas 
for you to explore on your island and lets you find rare and interesting 
items. Around six of Nintendo's first-party titles in 2002 will utilise this 
link-up capability, so you can see quite clearly that this isn't 
something that's there as just a gimmick... 

So tell us the truth... out of the GameCube, Xbox a 

and PlayStation 2, which machine do you think is A 

the 

A Naturally, you'd expect us to plump for the 

GameCube every time... but that's certainly not 
the case. In our opinion, a console is only as good as its 
games. It doesn't really matter how powerful it is or what 
it looks like, because ultimately it's the games you play on it that 
make you happy about which one you picked - after all, if you BjSE 
went on raw power then the Xbox and GameCube would be 
pretty much even, leaving the PS2 lagging behind. Right at this 
precise moment in time, it's all a matter of taste about which 
types of games you prefer, but to be honest, we have to put W 
our money on the GameCube. Why? Because looking at the Rr 
line-up of games due on day one (and comparing it to the 
games out for the Xbox and PS2 right now) it's got the most 
eclectic mix of titles AND manages to have a lot of decent 
ones to boot. While the PS2 certainly has a lot of 
games out for it, many of them are ^ 

disappointing in the essential 
gameplay department; 
meanwhile, the Xbox seems to ^ 
faltering in the blocks with a lack 
of decent titles after what ^ 

looked like a promising start. ^ . 

The GameCube has a wide range of 

titles now and also has a selection of 
quality games on the horizon; it seems 
that the Nintendo Difference really does 
count after all. Still, you can never tell what's 
going to happen in the future... 


V*|j|MDoes the GameCube have an 

internal clock for real-time effects 
in games (so if you play a game at night 
then it'll be night time in the game as well)? 

A ^Certainly does - several of the games 
such as Animal Forest + (to be 
known as Animal Crossing in the US and UK) 
and Virtua Striker 3 already contain such 
features. More are no doubt on the way, so it's 
a nice touch that you can look forward to in 
the coming months... 


Play in the early evening and you'll experience 
what it's like to play soccer at sunset, great! 




































CONfROL IREAKS 

One console, a ton of different joypads to choose from - on top 
of the dfficial one, there are plenty of third-party options. Don' 
worry though... we'll guide through the best of the rest. 


BLAZE 

(RRP £14.99) 


OFHCIAL 
NINTENDO RAD 

(RRP £24.99) 

The controller that sets the standard, Nintendo's pad 
is obviously the best on the block. The size is spot 
on, the curved design a joy to hold, the analogue 
sticks smooth and flawless - however, we still have a 
few tiny gripes with it. Although it's an interesting 
inclusion, the Z Button is odd to say the least; it's in 
a really awkward position and doesn't work as well 
as it might. We can also predict a dark future for 
StreetFighter-style fighting games, given that the 
D-Pad is far too small to be of any continuous 
use. Still, Nintendo should be proud over this pad 
- but buying four at that price isn't promising... 
ADDITIONAL FEATURES: NONE 


FUIMC: lOM 


COMFORL 


LOOKB 


OVERALL 


JOYTECH 

RRP £14.99) 




Mimicking the official 
pad's curves while 
managing to bulk itself out 
a little, the Blaze pad is a 
worth contender for second 
place (alongside the Joytech 
pad). The D-Pad, while not 
being much bigger, is more 
prominent and easier to use 
effectively while the addition of 
a second Z Button (in the form 
of a Macro function) is certainly 
useful. The only complaint we've 
got is the slight clunkiness of the 
actual controls - while the harder buttons are a 
good thing, the movement of the analogue 
sticks leaves a bit to be desired. Still, at £10 less 
than the official pad, you certainly can't go 
wrong here... 

ADDITIDNAL FEATURES: TURBD BUTTUN, MACRD FUNCTIDNS 


FUNCTION 




LOOKS 


OVERALL 


The pad for people with big hands; going on the 
Western belief, that's pretty much all of us. 
Joytech's take on the GameCube pad is very 
comfortable - although it feels a little unwieldy at 
first, you soon get to grips with it. Other 
refinements include a much improved D-Pad 
and the Z Button, which has been angled in 
the opposite direction... finally, we can 
press it properly! The strange shape of the 
; X and Y Buttons is a bit of a letdown and 
the analogue sticks can feel a touch loose 
at times but besides that, this is the only 
^ other third-party pad we'd happily give the 
two thumbs-up to. 

ADDITIDNAL FEATURES: UIBRATIDN SELECT SWITCH 


FUNCTION 


COMFORT 

■■■■■ 

LOOKS 

■■■■» 

OVERALL 

■■■■a 
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IHRUSTMASTER 
OFHCIAL HFA 
WORID CUP EDITION 


BITS AND 

PIECES 


As well as the usual joypads, 
every third-party peripheral 
company is also chomping at 
the bit to supply you with a 
whole bundle of other 
goodies... here's a quick 
rundown of what you can 
expect to see on the shelves 
come launch day. 




(RRP £14.99) 


. PORTABLE 
/ SCREENS 

/ With the success of the PSOne 
/ screens now apparent, almost 
/ all of the big names have got 
/ portable GameCube screens 
/ coming out on or just after the 
/ launch. Both the Interact 5.4inch 
/ Mobile Monitor (RRP £129.99) 

/ and the slightly larger Logic 3 
7 5.6inch screen (RRP £119.99) use 
^ I LCD screen technology to provide 
’“I a miniature version of your regular 
I TV picture, along with great sound 
i quality. Joytech, on the other hand, 
I has their technologlcally-superlof- 
I 5.6inch TFT RGB screen coming out 
I with SRS 3-D Surround sound (RRP 
[ £99.99). Incidentally, we'll be putting 
' all of the screens through their paces 
in the next Issue of the mag - if 
you're ready eager to take your 
GameCube on the road, you'll want to 
hear what we've got to say... 


TELEVISION 

CABLING 

Although the GameCube comes 
with a basic composite cable and 
a SCART block adapter, most of 
you will probably want to pick up 
a different TV cable to plug your 
GameCube in with. Thankfully, 
there are plenty available from 
both Nintendo and the third-party 
companies ~ everything from the 
basic RF leads (and RF Switch 
Boxes to match) and SCART cables 
to RGB SCART and S-VIdeo cables 
will be available at a range of 
prices between £7.99 and £14.99. 


MEMORY CAROS 

With the official Memory Card 59 
(RRP £14.99) being slightly too 
small for some people's tastes, it's 
the job of the third-party firms to 
come up with something bigger... 
for now, anyway. Joytech, 

Gamester and interact are all releasing larger versions of the 
basic memory card, all using uncompressed flash ROM 
technology to provide corruption-free data storage. Coming 
in 4Mb, 8Mb and even 64Mb sizes (and ranging from 
, £9.99 up to £29.99), you might never need another 

\ memory card again... 




Ugh. Talk about ugly, unconnfortable and 
nasty all at the same time - plus it looks 
more like an Xbox controller. As well as 
feeling far too wide to make the buttons 
accessible, the C-Stick is absolutely horrible; 
it's too small and not loose enough. The 
raised dome of the analogue stick is weird, 
the Z Button is horrid and the D-Pad looks 
like it's been stolen from a GBA. Oh, and 

i ail the button labels are printed rather 
than engraved... but that's just us being 
t picky. If someone offers you one of 
I these pads, we suggest you walk away 
g - very quickly. 

@ ADDITIONAL FEATURES: TURBO BUTTON,‘CLEAR’ 
f BUnON 


FUNCTibN 

■ ■ 





mmimu 

. 


INIERACT 
SUPERRAD 

(RRP £14.99) 

Feeling more like an N64 
pad with the middle prong 
removed, the Interact pad 
falls straight into the middle ground -- as a 
third-party pad, it does what it has to but 
doesn't excel at anything in particular. While the 
analogue sticks are comfortable and functional, 
they're clearly nothing special; the same goes 
for both the main buttons (which are all 
kidney-shaped and really soft) and the Trigger 
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• DEAL TWO 


• aEAL. THREE 


• DEAL ONE 


• DEAL TWO 


• DEAL ONE 


Purple/Black GameCube 
Memoty Card 59 

Star Wars: Rogue Leader £S *1 S. SS 


• DEAL TWO 


Purple/Black GameCube 
Memory Card 59 

Luigi's Mansion ES1 A. SS 


• DEAL THREE 


Purple/Black GameCube 

Memory Card 59 

Additional Official Controller 

FIFA World Cup 2002 ESSA.SS 


ASSUMING YOU HAVEN’T picked 

up your GameCube already, we've 
compliled a list of best packages and 
deals below. Of course, it's always 
worth a quick ring around your local 
shops to see who is offering the best 
deal - with the GameCube arousing 
much hype and excitement, you can 
be sure that most retailers will have 
their finger on the pulse with some 
excellent value deals. 

Please remember that these prices 
are correct at the time of print and 
are subject to change at any time. 


[PRICES TAKEN FROM WWW.GAME.UK.COM) 

Purple/Black GameCube £ 1 SS.SS 
Games starting at £3S.SS 


(WWW.GAMESTATION.CO.uk) 

Purple/Black GameCube £ 1 6S. SS 
Games starting at £37. SS 


Purple/Black GameCube 

Additional Official Controller 

Memory Card 59 

Two games of your choice 

Inflatable GameCube chair £S85 


Purple/Black GameCube 

Two Additional Official Controllers 

Memory Card 59 

Three games of your choice 

Inflatable GameCube chair £350 


(PRICES CHECKEO IN-STORE) 


Purple/Black GameCube 

£50 worth of vouchers £ 1 GS 




(PRICES TAKEN FROM WWW.AMAZ0N.C0.UK) 

Purple/Black GameCube £"1 SA.SS 
Games starting at £3<F.SG 


Currys 


maSilmmMi 


(PRICES TAKEN FROM WWW.CURRYS.CO.UK) 


DEAL ONE 


Purple/Black GameCube 
Additional Official Controller 
Luigi's Mansion 
Waverace: Blue Storm 
Super Monkey Ball 

Memory Card 59 £340 


WHSmith 


Purple/Black GameCube 

Additional Official Controller 

Luigi's Mansion 

Waverace: Blue Storm 

Memory Card 59 £S75 


DEAL FDUR 


Purple/Black GameCube 
Memory Card 59 
Star Wars: Rogue Leader 
Sonic Adventure 2 Battle 


£S4G.GG 


DEAL THREE 


Purple/Black GameCube 

Additional Official Controller 

Luigi's Mansion £885 


(PRICES TAKEN FROM WWW.0IX0NS.C0.UK) 


DEAL DNE 


Purple/Black GameCube 
Additional Official Controller 
Any game of your choice 
Inflatable GameCube chair 


(WWW.CEX.CO.uk) 

Purple/Black 
GameCube 
Games ranging 
from 


£170 TD180 
£35 TD £45 


amazon.co.uk. 


GAMESTATION 


1HEPRIC 
IS RIGHT 

CUBE goes trawling around the high street in 
search for the perfect GameCube package... 




































“ANOTHER MONTH, ANOTHER 
GAMECUBE - WITH THE 
^ LAUNCH RIGHT ON TOP OF 
^ US, CAN YOU AFFORO NOT 
TO TRY ANO WIN IT?” 


Plus Driven for the GC and DVD! 


AS YOU MIGHT have noticed, there's this 
new console out this month called the 
GameCube... no, we've never heard of it 
either. Anyway, it's supposed to be quite good 
and as a result, the lovely people at Bam! 
Entertainment have given us one to just give 
away for nothing - talk about being generous. 
Heck, they've even thrown in copies of the 
game Driven as well as the movie of the same 
name (starring Sylvester Stallone) on DVD. That 
means that one lucky person will walk away 
with a GameCube, a game and a DVD while 
another four runner-up will each get a game 
and DVD. Impressive* eh? 

Of course, you'll need to answer a rather 
tricky question if you want to have any chance 
of winning - this month, it comes in the form 
of a mathematical problem. Just work out all of 
the numbers and then complete the sum to 
get your answer: 


• Add up the two page numbers on which 
the Driven review appears this issue... 

• Multiply the result by the number of 
Rocky films that Sylvester Stallone has 
appeared in... 

• Now subtract the number of action 
buttons on a GameCube controller (not 
counting the Start Button)... 

• Add to that the score that Driven got in 
our review as a whole number out of 100, 
by removing the decimal point... 

• Finally, divide what you've got so far by 
number of people that appear on the cover 
of the Driven DVD and that's itl 

When you've got a final whole number that 
you think is right, write it down on the back of 
a postcard or sealed envelope (NOT inside an 
envelope... we'll throw them away without 
opening them!) and send it to the address 
below before 30 June 2002: 


'3S i?,. 


liJ 

iWt. 


WHO’S GONNA DRIVE YOO 
HOME TONIGHT? 

CUBE MAGAZINE PARAGON Mr/Mrs/Ms/Miss (delete as applicable) 

PUBLISHING, PARiiGUN HUUSE, NAME . 

ST PETER’S RUAU, BUURNEMUUTH, 

BBRSET. BH1 2JS 

B| II COb Employees of Paragon Publishing Ltd, 

ImwtCwB Bam! Entertainment, their agents, 

wholesalers, retailers and/or their relatives may not participate 

in this competition. Entries are limited to one per person. No TniHlRl/PlTV 

purchase is necessary. The submitting of duplicate or multiple TDVillM/CITY ......... 

entries will result in instant disqualification. The editor's 

decision is final and no correspondence will be entered into. COUNTY . 

A list of the winners will be available from Paragon Publishing 

Ltd by post on request. There is no cash alternative for any PflSTmnF 

prize offered. Proof of postage cannot be accepted as proof of ruoiuu . 

delivery, and no responsibility can be accepted by Paragon wilMDCD 

Publishing Ltd for lost, delayed or damaged entries. From time TEL NUMdEK 
to time, you may be sent news about exciting new products 

and opportunities that may be of interest to you. If you would EMAIL ..... ,.,, 

prefer not to receive this information, please indicate this 

clearly on your postal entry. gp g|gj|f 


























ALL 


All good things come to those who wait, 
and the future holds some absolute gems 


DESPITE THE FACT that the 

GameCube's launch line-up offers the 
most rich and varied list of titles for any 
console launch ever, you really haven't 
seen anything yet. In 2002 alone there 
will be more titles than you can keep up 
with, and they're not your average, run- 
of-the-mill PS2 ports either. We're 
talking Triple-A, the cream, the games 
that are going to push back the 
boundaries and be remembered for 
years to come... and guess what? A 
large number of them are exclusive to 
GameCube, meaning you absolutely 
must have a GameCube to play them. 
Anything less simply won't do. 

The list of must-have titles is far too 
long to fit in these pages so we've had to 
cut it down to the absolute must-haves. 


BEAT-’EM-UPS 


SOUL CAUBUR 2 


; Namco DEVELOPER: In-house 

ORIGIN: Japan PLAYERS: 1-2 

tfLEASE: UK Oct '02, US Aug '02, Japan Aug '02 


The sequel to what was arguably the 
finest 3D Beat'-em-up in existence is set 
to debut in Japanese arcades in July, 
which let's face it is just around the 
corner. The GameCube version will 
feature compatibility with the GBA 
version, which will be released at 
the same time. This will allow for 
exclusive weapons, outfits, 
stages and maybe even 
exclusive characters. 


WWF WRESIUMANU X8 


POOUSHER: THQ DEVELOPER: Yuke's 

ORIGIN: Japan PLAYERS: 1-4 

RELEASE: UK Oct '03, US 11 June, Japan TBA 

Coming exclusively to the GameCube X8 will feature 42 
wrestlers with which you can fight in Smackdown!, Raw, 
WrestleMania X8, Royal Rumble, Survivor Series, and Summer 
Slam arenas. With game modes including Hell in the Cell, Cage 
Match, TLC, Table, Ladder, Hardcore, Iron Man, and Royal 
Rumble, this will be THE multiplayer Beat'-em-up to own. 


PUBUSHER: Midway DEVELOPER: In-house 
ORIGIN: US PLAYERS: 1-2 

RELEASE: UK Q4 '02, US Q4 '02, Jaf 




■ ’ 




MORTAL KOMBAT 
DEADLY ALLIANCE 


Garnering a reputation for 
being the goriest fighter 
available for the 16bit 
platforms. Mortal Kombat has 
now been brought kicking and 
screaming into full 3D. Blood, 


guts, gruesome finishing moves 
and Pit Fatalities such as acid 
baths are the order of the day. 
Early shots are looking very 
promising indeed. 















In-house 


France 


IntlMSt: UK TBA, US TBA. Japan TBA 


After earning himself multiple awards and the 'Best Game Of All 
Time' moniker from games players the world over, Nintendo's star 
player is returning in full force. Armed with a Water Cannon, Mario 
must rid the world of paint, which for some reason is choking the 
local population. It may sound childish, but you just know that it 
will be pure gameplay magic. 


© You can bet that 
Mario's latest 
adventure will be as 
ground-breaking as 
nis previous outings. 


DEVELOPER: In-house 


PUBUSHER: AcclaHVi 


RELEASE: 


PUBLISHER: Mlflfem 


RELEASE: 


After an outstanding outing on ^ ^ 

the N64, the limbless hero is back 

to save the Lums from impending _ 

evil. Very little is known about the ^ 

title other than fact that the main ' " * 

enemy is the Hoodlum army. ' * 

Stylistically it seems to be going for a next generation version of 
Rayman 2, which is a very good thing. 


GALLEON: ISLANDS 
OF MYSTERY . m 


Headed up by Toby Card of Tomb ^ 

Raider fame. Galleon sees you 
assuming the part of one Captain 

Rhama in an attempt to uncover ^ M|| 

the sinister truth behind the v 

death of Doctor Rhelliano. A ^ 

unique graphical style compliments what will be the 
closest thing you'll get to Tomb Raider until the real thing 
arrives. Galleon could well turn out to be better though. 


W\th Super Mario Sunshine \ 

rumoured to not be as huge as , 

some people may have wanted, 

Vexx may well end up filling 

Mario's boots. Acclaim's attempt 

at a /Wo/’/b-style adventure adds a slightly darker, more 

violent twist to the genre as well as a larger range of 

special attacks, f 


PUBUSHER: Virgin Interactive 

DEVELOPER: Confounding Factor 1 

ORIGIN: UK 

PUYERS: 1 1 

IREUASE: UK Sept '02, US Sept '02, Japan TBA 


STARFOX ADVEItfTURES RESIDENT EVIL SERIES ETERNAL DARKNESS 


From the people that 
brought Banjo 
Kazooie comes an 
adventure to end all 
adventures. 

Guide Fox . _ 
McCloud 
through 
Dinosaur 
Planet to 
discover the 
reason ‘ j 

behind the ’ 
disappearance of 
the local inhabitants. 
A huge, sprawling 
story boasting by far 
the best graphics yet 
seen on any home 
console. 


PUBUSHER: Nintendo DEVELOPER: Rare 

ORIGIN: UK PLAYERS: 1-4 

RELEASE: UK Q4 '02, US Sept '02, Japan Sept '02 



PUBUSHER: Capcom DEVELOPER: In-house 

ORIGIN: _ Japan ' " ' PLAYERS: 1 

RELEASE: =; :V UK Sept '02, US 31 May, Japan Out Now 


Late last year Capcom 
signed an agreement 
with Nintendo making "" 
the entire Resident Evil 
series exclusive to 
GameCube. This includes 
a remake of Resident Evil, 
upgrades of RE 2, 3 and 
Code Veronica, and 
Resident Evil 0 AND 4. 
Check out this 
issue's Biohazard 
(Jap name) 
review on 
P.86 to 
see what 
you can 
expect. 


Featuring a dark, twisting storyline spanning 2,000 years, 

; Eternal Darkness is a seriously disturbing adventure, which 
- gives a whole new meaning to the term 'mature.' Control 12 
characters in an attempt to save humanity from the revival of 
the Ancients. Bucket-loads of special effects, over four hours of 
movie clips and a haunting musical score. 





Nintendo " DEVELOPER: Silicon Knights 

Canada PLAYERS: 1 

UK Q4 '02, US 24 June, Japan TBA 





























PUBUSHER: Vivendi Univer sal ' DEtfELDPER: Bit s Studios 


Samus Aran makes the huge jump from 2D 
platformer to 3D adventure, and it hasn't been 


RELEASE: 


an easy transition. The storyline behind 
Samus's current mission is still a mystery, but 
her travels will take her to derelict alien 
spacecraft and fog-ridden, alien wastelands. For 
edge-of-your-seat atmospherics and 'Alien-style' 
environments, nothing can beat it. 

PUBUSHER: Nintendo DEVEUiPEU:^Blsff5'’^tudios 

ORIGIN: US PLAYERS: T' mm 


DEVELO P ER: Fre e Radical Design 

PLAYERS: 1-4 


PUBUSHER: Nintendo DEVELOPER: Rare 


RELEASE: 


Nintendo 


BIVEIflPER: Amusement Vision 


The dinosaur hunter originally started out on the 
N64, and with the latest version the series will 
finally be represented as it was originally meant 
to be. Dinosaurs, lush vegetation, Pteradon flying 
levels, stacks of pant-wetting weapons and 
blood everywhere. Come on, what 
more do you want? 


ped from the N64 version. Evolution 
Id finally see Turok taking to the skies. 


BEBFECT.DflBK 0 


Brought to you from ex¬ 
members of the GoldenEye 
team, TS2 takes a tongue-in- 
cheek view on the First-Person 
Shooter genre. Offering several 
different time periods to play 
in, TS2 plays in a very similar 
way to GoldenEye, so fans of 
that classic game will definitely 
warm to it. 


most anticipated titles out 
there at the moment. There's 
a whole school of thought 
on which was better out of 
GoldenEye or Perfect Dark, 
but the sequel is bound to 
be a supreme example of 
what the GameCube can 
really do. Nothing has been 
revealed yet apart from the 
fact that it is in development. 


The SNES and N64 versions of this racer are seen by many 
to be the best racers of all time. Absolutely perfect gameplay 
combined with inspired track designs. Miyamoto-san is 
reportedly going back to basics for this version - Lord only 
knows what that means... ^ ^ 


In the past EA's FI 
offerings have been 
below par, but FI 
2002 looks to change 
that with great 
handling, superior 
graphics and real-time 
weather effects. The 
official license means 
that you'll get all the 
tracks, all the cars and 
all the proper drivers, 
thus providing the 
most realistic 
simulation possible. 


Very recently Nintendo 
revealed that its futuristic, 
anti-gravity racer F-Zero 
would be coming to 
GameCube courtesy of 
SEGA-developer 
Amusement Vision. The 
GameCube version will 
also be compatible with 
the TRIFORCE arcade mm 
version. Expect H 

exhilarating, hi- H 
octane racing with H 
up to 40 opponents H 
on screen at once. H 


IPUBUSHER: Nintenc 

Jo DEVELDPER: In-house I 

IDRIGIN: 

Japan 

PLAYERS: 1-4 I 

IrELEASE: 

UKTB4 

'03, US TBA, '03 Japan TBA 2003_ I 


IPUBUSHER: EA 

DEVELDPER: In-house I 

IdRIGIN: us 

PLAYERS: 1-2 I 

IRELEASE: UK ( 

:^3 '02, US June, Japan TBA_ I 


OmGIN; 

Japan 

PLAYERS: 1-4 

RELEASE: 

UK Q1 '03, 

US Q1 '02, Japan Xmas 


IlHByMHl! AccMm 1 


™GINr“ US 1 

5BiWRff™i-4 \ 

liiEiEASE: UK Sept '02, 

us Sept '02, Japan TBA_J 
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iriiiintendo 


mmm 


Coming out late in the N64's life, Animal Forest has been 
upgraded for the GameCube and is one of the 
first titles to fully utilise the GBA connection. 

You assume the role of a young boy, and fllVIlV 

everything you do influences how the game \ UI■LT 
progresses. A ridiculously huge game that ^ GAMEI 


The Mario Party series has eaten 
up many an hour in the CUBE 
offices, so news of this 
multiplayer, party-game fest has 
got us very excited. No screens 
are available as yet, but 
you can be sure that the ^ ' 
game count will be ^JSSS 

increased substantially as 
well as the addition of Kl 

completely remodelled 
characters. 


seemingly has no ending. Marvellous stuff. 


JUBUSHER: Majesco 


Bomberman made several 
appearances on the N64 but both 
of them seemed to concentrate 
on the one-player mode. 
Thankfully the GameCube version 
takes him back to his roots, and 
although there will be a cel- 
shaded one-player mode, there 
will be plenty of old-school 
multiplayer options as well. 


After boycotting Nintendo for over half a decade, 
Squaresoft is now developing for Nintendo 
again. The Final Fantasy series has now sold ^ 
38 million units worldwide and the ^ 

GameCube version will be a totally new story x 
in the long-running saga. The game will ^ 

feature extensive connectivity with the GBA * 


version. 


'03, |apan Xmas 


Miyamoto 
has taken Link 
in a totally new 
direction - the 
young Elf will no 
explore a cel- 
shaded world. 
Despite looking 
very childish in 
appearance, all 
the usual 
gameplay 
qualities apply. 
We won't know 
for sure what to 
expect until the 
title is fully 
unveiled at E3. 


DEVELOPER: In-house 


PUBUSHER: Nintendo 


In-house 


Nintendo 


IRELEftSE: 


FINAL FAI\HASY 


Dtl/ElOPtR Game Designer's Studio 


PUBLISHER. IbA 


PlAYtRS: 1 


UK Q2 '03, US Q1 '03, Japan Xmas 


After developing the acclaimed Everybody's Coif on 
PSone, Nintendo gave Camelot the responsibility of 
bringing the Mario team to life in two sports games. 
Now they're headed for GameCube and the graphics 
look stunning to say the least. Naturally the gameplay 
will be perfect as well. I 


The N64 original provided us with the first decent 
snowboarding game ever. Early shots didn't look that 
great - now that development of the sequel has 
shifted back to Nintendo of Japan, this will change. 
1080° 2 should be playable at this year's E3 show. 


DEVELOPER: In-house 


IPUBUSNER; Nintendo 


[RELEASE: UK Q2 '05. US Q1 '03, Japan Xmas 


PUBUSHER: Nintendo 

DEVELOPER: Camelot i; 

ORIGIN: Japan 

PLAYERS: 1-4 ; 







































FEATURE 
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nFDRmHT an 


SQUADRON 


ROGUE 


LEADER 


ROGUE 


|15 LEVELS TO FLY THROUGH 


I STARS THE MILLENNIUM FALCON! 


I OFFICIAL LICENCE 


I MOVIE-LIKE IMMERSION 


11 MEMORY BLOCK REQUIRED 

RELEASE DATES 


History dictates Star Wars 
games fall flat compared to 
their hype. Not the latest one. 




ago, in a country about 4000 miles away, a 
^game called Rogue Leader was released. 

Taking the winning formula of Factor 5's N64 game Rogue Squadron, it 
was instantly a massive hit. The mind-blowing graphics and cinematic 
sound transported the player straight into the Star Wars universe, and 
the intuitive shooting action allowed everyone to feel a part of it. 

Now it has been released onto the UK shores. Many people have 
been awaiting this moment since the first tech demos of the game 
appeared way back in 2000, at the Nintendo SpaceWorld show. 

If you cast your mind to the N64 outings Rogue Squadron and 
Battle For Naboo, you will have an idea of how this game plays. 

Taking the same formula, you have to blast your way through famous 
set pieces from the classic films. Taking a run through the Death Star's 
trench, harpooning the AT-ATs legs, deactivating your target computer 
and trusting to the Force as screaming TIE fighters around you are 
blanked out by your pure focus... the list goes on and on. Anybody 
who is passionate about Star Wars and has grown up with these 
moments can breath a huge sigh of relief, as Rogue Leader does not 
disappoint. Any gameplay faults the game may contain will be 
brushed aside from the emotion of having a Star Wars game that 
looks like the real thing. There are times in this game when you will 
shudder, times when your spine tingles and times when you won't be 
able to play because you are completely in awe. 


Hop into an X-wing and live the dream... 
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l£r IHERE BE UGHT 


Rogue Leader looks stunning at all times, but where it really shines is 
when it starts to throw lighting effects around. When you are flying through 
the Death Star trench, firing a beam will cause the narrow sides to light up 
momentarily. The green lasers above you flash and glimmer on your craft. 
But the standout level is the planet Kothlis. The time is late afternoon and 
the sun is the light source. Tall shadows from the grassy hills are thrown 
out for miles, and the sun glistens on the calm ocean. A burnt-out Star 
Destroyer lies half submerged, still puffing out choking black smoke. Words 
cannot express both the technical and aesthetic beauty of the level - it's 
absolutely stunning, and for a few idle moments of dreaming you could 
swear you were looking out on to a real world. 




IRENCH RUN 


Out of all the classic Star Wars moments that 
you can relive throughout the game, the best 
must be the Death Star trench run. Starting off 
on the surface, you have to take out several 
towers. Once this is complete the TIE fighters 
come screeching in, aiming to bring death to 
you and your wingmen. Eliminating these will 
take you on to the next area of the mission. 
Following a cut-scene that shows your X-wing 
descending into the unknown, you find yourself 
in the trench. Screaming through miles of cold 


hard metal at several times the speed of sound, 
every wish you ever had to do this is suddenly 
realised. You pull back as Wedge warns you of 
approaching TIEs. They explode. Then you hear 
that famous line. Darth VadeKs muffled 
breathing fills your ears as you avoid his fire. He 
is mean, but Han Solo is there for you. Your 
movements are not your own anymore as the 
Force courses through your veins. Your fingers 
hover over the B button; waiting for that 
moment... this is what gaming is all about. 















OK COMPUTER 


The targeting computer is a vital part of Rogue Leader. It highlights 
potential enemies and confirmed enemies in pink and yellow, and can 
be called up at any time. Holding Y will activate it, and letting go will 
deactivate. The only problem with this is it can be difficult to fire at the 
same time as performing this action, so some joypad dexterity is 
sometimes required. Due to this, it is wise to use the computer as a 
tracker, identifying targets from a distance. It is especially cool to use it 
in the trench run as well, paying homage to the film. Hopefully Factor 5 
will address this small problem in the next instalment, perhaps making 
it so you have to tap the button once to activate, and then tap again to 
deactivate. It becomes much easier with practice though. 


SATURDAY NIGHT AT THE MOUIES 


Forget all of that hugging and kissing malarkey. This is what the cinema is all about 




Being a title based on a famous film, you would expect 
cinematic cut-scenes by the dozen. Factor 5 does not 
disappoint. The camera swoops and glides around the various 
ships and planets, getting in every angle possible. The cut- 
scenes to game transitions are absolutely seamless. 


One of the stand-out points is the battle of Hoth. With the 
rebels running around on the snow, the AT-ATs and AT-STs 
stomping around causing destruction and the ion cannon 
pumping out death. It really is a feat for your retinas. If you sit 
back a bit and relax you would be hard pressed to tell the 


difference between the game and the film at times, which is a 
huge achievement It is satis^ing to see the explosions actually 
being more visually impressive than in the original films, too. 
You really get to appreciate all of the details that Factor 5 
has put in. 



What hits you first in 
this game is the 
presentation. Slick isn't the word for it. 
The front-end menus comprise DVD- 
quality footage of the films playing 
along in the background, and various 
space ships' cockpits opening and 
closing to accompany menu selections 
and cancel actions. The actual in-game 
phics are astonishing. The 
GameCube handles whatever is thrown 
at it with ease, be it hundreds of ships 
weaving in and out of asteroids or a 
humungous Star Destroyer arriving at 
its destination. Textures are as high-res 
as your brain could possibly handle and 
amount of laser fire flitting across 
our path will give you the twitches. 

The cockpit views in particular are well 
done, with lots of detail. Moving the 
camera stick lets you take it all in. 

This polygon-pushing power, mixed 
with some extremely talented 
developers making the GameCube sing 


so early on in its life, makes you wonder 
at what can be done with next- 
generation software. 

The music is lifted straight from the 
films and this, coupled with some of the 
original voice actors, gives an 
atmosphere that is simply unbeatable in 
any other game of this type. The feeling 
of actually being there simply can't be 
expressed through screenshots and 
words. 

The elation you feel as you swoop 
down into the Hoth ice fields, seeing 
your fellow rebels scatter around in 
blind panic as you take out the AT-STs 
hunting them down, is one of those 
magical moments in gaming that only 
happens every so often. 

But for all of the atmosphere, the 
memories and the visuals, the fact that 
Rogue Leader is little more than a flash 
remake of past Factor 5 games casts a 
small shadow over proceedings. The 
N64 outings, while excellent, were 
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CRAFT WARS 

All the famous Star Wars ships are here - 
including a few hidden ones you wouldn't 
expect to see. All of them are muddled 
perfectly, and the dirty greys and battered 
hulls really capture the spirit of the films. 

A nice touch is the way you select your 
craft: instead of a boring screen, where 
you would normally use something like a 
cursor, you get to control Luke Skywalker. 
He responds to analogue movements - 
walking and running as you see fit. You 
can even look outside the hanger 
window. Move him towards a docked ship 
and press Y to hear a description. Of 
course, you cannot select any ship for any 
mission, so sometimes there will be two 
types actually in the hanger, with the 
choice of piloting only one. 

But it just goes to show the effort that 
Factor 5 has put into trying to immerse 
you into the Star Wars universe - while 
you haven't got unlimited selection in real 
life, you certainly feel as if you do. 



criticised for their lack of depth. In 
effect, despite differing mission 
objectives and a change in i 

environments, the gameplay I 

remains the same. The most ^ 

important point though is that 
none of this matters. The action 
is so engrossing that the m 

gameplay seems anything but 1 

shallow, and six months after 
getting the US version we still 
have five-hour long RL sessions. A 

It's a shame that there are no I 
multiplayer options and a shamed 
that there aren't more original 
levels, but these are small 
grumbles. In all honesty we can | 
find no real fault with this game. 1 
PC flight-sim purists will slag it 
off, but so what? If you like Star 
Wars, even a little, you owe it to i 
yourself to have this game. I 


GARY 


THE BERUTIFUL PREBERTHTIDn 5RUE5 RRH FRULT5 IT HR5. 


Nothing else currently available 
comes close. Watch and wee. 


HUDIO 

With Pro Logic II you will actually feel 
yourself warp into the universe. 

ERmEPLRM 

Basic, mission-based shooting action, 
but impulsive all the same. 


LIFESPHR 

The medal collecting will take you 
months - but you may get bored. 


□RiEIORLITV 

Strip the graphics away and you could 
be playing the prequel. 


ALTERIMATIVE 


STAR WARS: 
ROGUE SQUADRON 

The N64 
prequel 
looks dated 
now, but at 
the time - 

good as ever, but is hampered by 
frame rate issues. 


NABOOl 


STAR WARS: 
BAHTTLE FOR 

A Phantom 
Menace- 
flavoured 
Rogue 
Leader. 

Same kind 
of game, but 
with 

different ships, environments and 
audio. 


OPINION 


The only launch game to make full use 
of the GameCube hardware - this is 
what the GameCube is all about. 

X-WING-A-OING! "Looks 


beautiful, plays brilliantly, but too short 


lived - otherwise near perfect. 


RISIAL SCORE 


AN UTTERLY GORGEOUS GAME THAT 
IS BOTH FANTASTIC IN EXECUTION 
ANO PLAY BUY IT NOW! 





































ACTIVISION 

NEVIRSOn 




RIMAL SCORE 


“INFERIOR ‘EXTREME* GAMES HAVE 
NEARLY ALWAYS EXCLUDED THE ‘EXTREME* 
ELEMENT, NOT SO WITH TONY HAWK*S** 


Everything you would expect is here - more parks, 
obscure challenges and tons of characters. Even Darth 
Maul makes an appearance! 

The controller causes a few problems though - with 
this sort of game there is no button more important 
than another, so having a huge ‘K button occasionally 
means that you fumble for the right one. It's not a huge 
issue, and luckily only happens on the odd occasion. 
Aside from these small problems though, Tony Hawk's 
remains as brilliant as ever. 

The combo system is as intricate as it always was, 
allowing the novice to perform well enough to get 
interested and the expert to rack up some truly 
astonishing scores, never seeming to touch the ground 
with their board. This is the real secret to the game's 
success, in fact. The sheer joy of grinding from rail to 
rail, transferring onto a halfpipe, and then holding a 
pose on the top of a telegraph poll is something that 
you cannot underestimate. Inferior 'extreme' games 
have nearly always excluded the 'extreme' element, not 
so with Tony Hawk's. 

The animation has lost the wooden touch of old - in 
fact, when you see somebody fall you may find yourself 
wincing, and the music still has that happy-go-lucky feel 
to it that will make anybody grin. It's a package that no 
self-respecting 'extreme gamer' should miss. 

OARY 


TONY HAWK>S 
PRO SKATER 3 


INTRODUCING... 


THE FIRST GAME was a surprise. Up until then, so- 
called 'extreme sports' titles had generally been average 
at best. Then came along a game that pleased everyone. 
It was accessible enough to get started and hugely 
enjoyable without any knowledge of skating whatsoever, 
and if you looked hard enough there were enough 
complex links and secrets under its beanie hat to please 
chase and dedicated gamers alike. The sequel was even 
better, adding more parks, skaters and even a track editor. 
The third outing is a natural refinement of this legacy. 


COOL CHARACTERS 


LUHD DO VOU lUROT TO BE TODRVP 

Tony Hawk's has always included some fantastic extra characters. Among 
others, Spider^Man has made an appearance. We thought it wouldn't get 
any better - but we were wrong. Darth Maui of Star Wars fame comes 
skating along, followed by NeverSoffs eyeball logo on a body, looking like 
something from Quake. These are only some of the characters available, 
and you can be sure that you will have a blast unlocking them all. 


90 

FANTASTIC MOVES. AWESOME 
OESIGN AND GREAT GAMEPLAY 
- AN UNMISSABLE GAME. 


Tony Hawk's 5 has a wicked intro. Featuring video footage 
of the skaters who star in the game, it's enough to get you 
turning off your GameCube and running outside to see what 
the weather's like! 


TR'PLg HEELfUP ’ JS TmSl'PE 
CROOK RiC^PiN SWTCH 




Tony's back, and it's 
his first outing on GC! 

TONY HAWK’S 


Pull off some amazing tricks, but don't 
get cocky as you'll wind up on your ass.. 
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G RACING 


EASYraOERS 


Strap yourself in 
and feel the Gs! 


B 


107 01 


nn gamcs that 316 derived 

MOST from real-life pursuits, 
racing games can go one of two ways - 
either total realism, as seen in titles like 
Gran Turismo J, or all-out fun like in Super 
Mario Kart Which you prefer is a matter of 
taste, but most people agree that what 
they want from a racing game is speed - 
and plenty of it. With that in mind, you 
might want to think about giving XG3 a 
quick spin around the block... 

Now, the main thing you need to know 
about XG3 is that it's fast - in fact, it's 
faster than fast. Never before have we seen 
a racing game run at such high speeds so 
smoothly; in comparison to its PlayStation2 
counterparts (both this and WipEout 
Fusion, which are good but stutter on the 
frame rate), this is so nippy that even we 
were amazed. Of course, it's also bloomin' 
good fun thanks to its simplicity. Hurtling 


around each track at high speed, while 
trying to take out as many opponents as 
you can with your wide range of weaponry 
is really great... especially if you're doing it 
with mates rather than on your own. 

The only real gripe that we have about 
XG3 though is quite important and one 
that seems to be popping up a lot in 
recent games -■ it's just not long enough. 
The Al of the opposition, combined with 
only a reasonable amount of leagues to 
race through, means that persistent players 
should be able to complete the whole 
game in a matter of days, which is a 
shame when the game itself is so 
enjoyable. While this makes the overall 
longevity of XG3 questionable, there's no 
doubt that what's there is damn good 
stuff. Certainly well worth a rent before 
you make a definitive purchase... 

MARTIN 


No, your eyes aren't deceiving you - that 
is the sight of four people racing around 
the track at once. Even better than that 
though is the fact that even with the four- 
player split-screen effect, the game never 
stutters one; the 60fps frame rate 
manages to remain constant throughout, 
no matter how much action is going on at 
any one time. Doubters of the 
GameCube's power, prepare to have your 
comments blow clean out of the water... 


ACCLAIM 

In-mouse 

£39.99 

RACINC 




A DAMN FAST GAME - IN 
TERMS OF SPEED AND THE 
TIME IT TAKES TO FINISH IT 
















FEATURE 


UMITED EDiriON 
GUASS SONIC AND 
IF THE- GAME! 


WIN! 






Feeling Supersonic 

c IN CASE YOU didn't know, Sonic The Hedgehog is old - 
9 well, he is as far as videogame characters go anyway. 

— "liaving celebrated his 10th anniversary with the release 
UJ Adventure 2 on the Dreamcast, he's now doing 

CL ^^p^^gver again with his GameCube debut. To mark this 
□ occasion, the nice chaps at Infogrames have 

U 10 copies of Sonic Adventure 2 Battle and five 

rare glass Sonic ornaments to put up for grabs 
? five iulky winners will each get one of these limited 
J§||^s|uvenirs and a copy of the game, while five 
*F4j1fi|®-Jp each get the game. 

jl/e're not just giving these collector's items 
. l^ell, we are but there's a catch in that you need 

to a few questions before you get a chance of 

’ wmKijji^. Try answering some of these little beauties: 

n^^ttiebufing both Sonic Adventure 2 Battle and 
U 1 Sonic Advance, how many Sonic games have 
thci-e been since he first appeared in 1991? 

U W'^bifcoi'de is still the world's only supersonic 
aircraft - according to official figures, what's 
its average speed (in mph)? 

H Q Which famous StreetFighter character had a 
UO special move called the Sonic Boom? 

.\A^en y^'ve got all the answers, write them down on 
the back of a postcard or sealed envelope (NOT inside an 
envelope... you know we hate those!) and send it to the 
address below before 30 June 2002: 

FASTER THAN A SPEEDING HEDGEHOG 

CUBE MAGAZINE 

PARAGON PUBUSHING 

PARAGON HOUSE 

ST PETER’S ROAD 

BOURNEMOUTH 

DORSET BH1 2JS 


"THESE THINGS ARE 
GOING TO BE WORTH A FORTUNE 
SOME OAY... YOU’VE GOT TO HAVE 
ONE, IF ONLY FOR THE FACT THAT 
IT’S SONIC THE HEOGEHOG!” 
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©THE RUIES 

Employees of Paragon 
Publishing Ltd, Infogrames, 
SEGA, their agents, 
wholesalers, retailers and/or 
their relatives may not 
participate in this 
competition. Entries are 
limited to one. per person. 

No purchase is necessary. 

The submitting of duplicate 
or multiple entries will 
result in instant 
disqualification. The editor's 
decision is final and no 
correspondence will be 
entered Into. A list of the 
winners will be available 
from Paragon Publishing Ltd 
by post on request. There is 
no cash alternative for any 
prize offered. Proof of 
postage cannot be accepted 
as proof of delivery, and no 
responsibility can be 
accepted by Paragon 
Publishing Ltd for lost, 
delayed or damaged entries. 
From time to time, you may 
be sent news about exciting 
new products and 
opportunities that may be 
of interest to you. If you 
would prefer not to receive 
this information, please 
indicate this clearly on your 
entry. 











CHAO CONNECTIVnY 


bought, eh? 


Sonic on a Nintendo?! W 


Training the Chao is a hard task. You can feed it fruit from a tree, 
get a small animal to teach it a new skill or collect the special 
'Chao Drives' that enemies drop. In order to get your Chao to have 
expert skills though takes a little more work. For instance, when an 
egg is hatched, if you want a swimmer it would be a good idea to 
pick up the baby and let it paddle about it water. From now on 
your Chao will be a water worshiper. Downloading the data onto 
your GBA will let you go to kindergarten or even a class room, in 
order to raise its intelligence. Another fascinating aspect is the 
result of breeding. Depending on who the Chaos' parents are, and 
how it has been reared, will affect its appearance. You could have 
a Chao with a halo, or even with devil horns! 


SONIC ADVENTURE 


Between levels, players were asked 
to walk around solving simple 
puzzles in order to access new areas 
of the game. While some enjoyed 
this, others didn't - it was a radical 
departure from the original 
MegaDrive games. Sonic Adventure 2 
Battle goes back to its roots in the 
way that you race around the levels 
at light speed with only small patches 
of dialogue in between. Well, you do 
on some levels - and this is where 
the downfall of the game lies. You 
see. Knuckles' and Rogues' levels 
consist of walking around looking for 
hidden gems. Clues point to where 
they are. Considering the size of the 
levels, the pace of the game takes a 
drop. Not good for a game that is 


“SONIC 
ADVENTURE E 
BATTLE GOES 
BACK TO ITS 
ROOTS IN THE 
WAY THAT 
YOU RACE 
AROUND THE 
LEVELS AT 
LIGHT SPEED” 







ago this product 
was the dream of 
many a gamer. A Sonic game - on 
the same console as a Nintendo 
character. The possibilities are 
endless. The SEGA vs Nintendo wars 
defined a gaming era that many 
people see as a golden age of 
gaming and now, well, you know 
what's happened. So as SEGA steps 
forward and leaves its past behind, 
verging on a new frontier of 
greatness, it releases Sonic Adventure 
2 Battle for the GameCube. A port of 
the Dreamcast title, but with the 


addition of taking advantage of the 
GBA connectivity feature, ifs a whole 
lot more. 

Unlike past Sonic adventures, you 
have the option of playing through the 
game with either the good guys or the 
bad guys - hero and dark respectively. 
The quests are similar, considering that 
each character on each side has their 
equivalent on the other, but the 
different angles on the story make it 
worth playing through twice. 

One of the main criticisms of the 
original Sonic Adventure was the 
actual adventure aspect of it. 


based upon speed. Dr Eggman and 
Tails' levels are battles in giant 
cumbersome robots that begin to 
grate quickly too. 

But Sonic is Sonic after all, and 
whatever faults the game has are 
quickly brushed aside as you fly 
through neon loops and race down 
the side of a San Francisco building. 
The rush is there - and that's what 
Sonic has always been about. 

GARY 




SONIC ADVENTURE 

PUBLISHER: 

SEGA 


SBMCTEAA/1 

PRICE: 

£39.9a 


ACTION 

PLAYERS: 

1-2 


RIMAL SCORE 




A DREAM OF A GAME, BUT 
FLAWED IN PLACES. 

























CRAZY TAXI 




massive impact 
^upon initial release 
for SEGA's 128-bit contribution to the 
next-gen stable, Crazy Taxi brought 
arcade thrills to home consoles like 
never before. With its off-the-wall 
take on the speed demon genre and 
superb graphics, it was well known 
for taking the formulaic rules of its 
serious competitors and smashing 
their frailty all over the floor, whilst 
simultaneously dropping of an 
anxious passenger to the nearest 
KFC. To follow on from this game's 
^ previous success story. Acclaim 

:§! Studios Cheltenham studio has 

now brought its adrenaline rush to 
the GameCube. 

For the most part, the game has 
carried over all the arcade shine that 
previous instalments were 
synonymous with. The Arcade mode, 
the challenges and even the option 
of the five/ten minute runs have all 
remained true. The controls feel 
comfortable and actually seem more 
at home on the GameCube 
controller then on rival systems. 

Generally, the gameplay is still as 
crazy as it has always been, with 
your desperate efforts to increase 
your ranking to the elusive A class 
fuelled by your competitive inner 
psyche. The only problem is that 
we've seen it all before and the stale 
smell of a dying horse is beginning 
to rise. If you are a fan of the arcade 
version, then this is a must, but if 
you already own a Dreamcast or PS2 
version then you won't find any new 
features here. 


RIMAL SCORE 


IT IS TO THE BENEFIT OF GC 
THAT SEGA’S SPEEO FREAK-A- 
THON GETS A NEW HOME. 


■>•3 seconds 


■ 

. : 


IT 1C ‘^f^^diately obvious that 
■ ■ Simpsons Road Rage draws 
heavily from Crazy Taxi. The formula 
is exactly the same - you drive 
eiEOund picking up passengers and 
taking them to their preferred,: 
locations, but with ^o major 
differences that set it apart from the 
SEGA classic. Firstly, most of the 
scenery is destructive, allowing you 
to pummel through buildings and 
signs with ease, making for a more 
chaotic experience, and secondly - 
its licence. This is what saves the 


game. If the familiar yellow 
characters were not present, this 
would be seen as a shoddy copycat 
with few redeeming features. But as 
it is, the premise of driving around 
Springfield meeting all of your 
favourite characters proves to be 
completely irresistible and, as such, 
this shameless rip-off of a company 
renowned for innovation and risk 
^itaking has its own charm that proves 
to win over even the most cynical of 
gamers. That is, of course, if you are 
a Simpsons fan? 


SIMPSONS ROAD.. 




mmi EfiTERTAINMEiyT 


RACING ACTION 


RIMAL SCORE 
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to plummet ourselves down a 
snow-covered hill on two bits 
of fibreglass is a somewhat terrifying 
thought... and one that we would rather not 
entertain. So while some of us stay in the 
relative safety of Super Monkey Ball, others (at 
the request of the public) dare to take on the 
death-defying challenges presented by altitude 
and gravity; we give you ESPN International 
Winter Sports 2002. 

What the sports messiah, Konami, has 
provided us with are ten different - or in a few 
, astonishingly similar - winter sports 


events for you to indulge in whilst entertaining 
that childhood dream of competing to collect 
Gold. All of these (as the case has always been) 
involve bashing the A and B buttons, whilst 
praying for success. The events themselves 
require you to ski or skate your way either to 
your doom or patriotic glory. 

Whilst this is a proven and an addictive 
formula, and being something that has worked 
many times before, it can now become quite 
monotonous: meaning that the events do 
provide a little variety, but essentially you are 
left feeling lost with no thirst for more. 


PUBLISHER; 

KONAMI 


m-HOUSE 

PRICE: 

£44.99 


SPfflHSSIM 

Pimm. 

1-2 


FINAL SCORE 


IF YOU LOVE WINTER SPORTS 
YOU CAN 00 A LOT WORSE 
THAN KONAMI’S OFFERING. 


EL DAIVIAGE 


lUCiiCD DCcnDE emitted from the TV 

NcVcR BcrDRc continued to reciprocate 

the blast of stress therapy unleashed so devilishly 
upon game characters to those that play the 
games themselves. Never before have we so 
sadistically taken more punishment than is 
required, until now that is. And we endured all 
this misery for what? Yes, you lot... so please pay 
attention and don't let our hours of frustration 
extend further than necessary. 

To indulge those sadists out there, there are 36 
weapons In the game that allow you to express 
your angst and, further more, these are split into 


three different categories - primary weapons, 
personal weapons and pick-up weapons. There 
are also a variety of dangers and traps spread 
throughout the levels to cause more damage, 
meaning the stage is more than set for brutal 
carnage. However, with the computer-controlled 
characters seeming to have a constant advantage, 
the variety of weapons - although extensive ~ 7 

being unimpressive and a lack of any real 
enjoyment, there really is only one way of 
summing ths up: lack of originality, no feeling of 
depth and a visual concept that's so last year; EA 
obviously has a lot to answer for, sweetie. 

7, ■ 


DAMAGE 


pmm iNTEBASTttfr 
£44.99 


ESPN INTERNATIONAL 
WINTER SPO R T S SOOE 
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^BTRTS 

■ BEST-SELLING US LAUNCH TITLE 


■ OVER 50 ROOMS TO EXPLORE 


■ INNOVATIVE CONTROL SYSTEM 


■ PUZZLES AND GHOSTS 


■ USES 3 BLOCKS OF MEMORY 


RELEASE DATES 


The flagstone in Nintendo's launch line-up features one of the Mario 
brothers... but it might not be the one you thought it would be. 


it's expected that with the 
of every new Nintendo 

console comes a new Mario title - from the early days of 
the NES and Super Mario Brothers right up to Super Mario 
Advance on the GBA, they've always gone hand in hand. 
Still, there's always a first time for everything and the 
advent of the GameCube beckons in a whole new trend... 
or as near as, anyway. You see, we've still got a Mario 
Brothers game to play around with on day one but if 
you're looking for a moustache-sporting plumber with a 
red hat... well, then you've come to the wrong place. 

Yes, it's finally time for Luigi to show what he's made of 
as he steps up to the plate for Luigi's Mansion - his very 
first lead role in a videogame (if you don't count the 


He's creepy and he's 
kooky, mysterious 
and spooky... 


©inFDHrriHTiDn 


PUBLISHER; NINTENDO 


in-house 


PLAYERS: 1 

























UK LAUNCH 



iy. w«liy. 
you look 


, wiii. Ws can't 

at '«m for CliCl^ 


hideous Mario Is Missing on the SNES). What is strange 
though isn't the fact that it's Luigi instead of Mario making 
the star appearance, but rather the style of the game; you 
won't see any platform jumping or butt-stomping here as 
you might expect, because it's all about exploration and 
puzzle solving. Whether you're aware of the GameCube's 
power or not though, one thing has come up exactly how 
we expected - the whole thing looks absolutely gorgeous, 
with so much attention to detail that you'll be grinning 
from ear to ear in appreciation while you play it. Nintendo 
might have thrown us a curve ball with their lead first-party 
title (especially as the true Mario game is still a way off) 
but that doesn't mean it's going to be any less special than 
we've come to expect from the big N... 


/liu 
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"THE GAME HASN’T 
LOST ANY OF ITS 
CHARM - IT SEEMEO 
TO BE BETTER THAN 
WE REMEMBEREO 
IT FROM THE 
IMPORT VERSION” 


1HE STORY SO FAR... 

Okay, so you can probably guess from the title that the game is about Luigi and 
his mansion... but where did he get it from? Why is it filled with ghosts? And 
how does Mario fit into all of this? Well, settle down as we regale you with a 
story of old... er, sort of. 

'One day, Luigi received an unexpected message: You've won a huge mansion! 
Naturally, he got very excited and called his brother Mario. "Mario? It's me, Luigi. I won 
myself a big mansion! Meet me there and we'll celebrate... what do you say?" 

Luigi tried to follow the map to his new mansion, but the night was dark and he 
became hopelessly lost in an eerie forest. Finally, he came upon a gloomy mansion on 
the edge of the woods - according to the map, this mansion seemed to be one he was 
looking for. As soon as Luigi set foot in the mansion though, he started to feel nervous. 
Mario, who should have arrived first, was nowhere to be seen. 

'Suddenly, a ghost lunged at Luigi - that's when a strange old man with a vacuum 
cleaner on his back appeared out of nowhere! This strange fellow managed to rescue 
Luigi from the ghosts, then the two of them escaped. It just so happened that the old 
man. Professor Elvin Gadd, was researching his favourite subjects - ghosts. Luigi told the 
Professor that his brother was missing, so he decided to give Luigi two inventions that 
would help him track down Mario. Of course, Luigi's not exactly known for his bravery... 
can he get rid of all the prank-loving ghosts and find Mario? Well, duh... ' 


HEEEEERE’S TOAD: Hiding around the mansion are 
a number of Toads, sent out by Princess Peach - if 
you're nice to them, they'll help you save your game. 











RIGHT TOOLS FOR THE JOB 


Like every other ghost-hunting plumber out there, Luigi needs to be kitted out 
with all the necessary tools for tracking, chasing and catching the nasty blighters 
who kidnapped his brother. Thankfully, we've got just the thing - here's a look 
at what's on the conveyor belt this week... 


POLTEROUST 3000 

Professor E Gadd's prized possession - the only 
thing capable of catching the ghosts currently 
terrorising Luigi's new mansion. Just point it at a 
stunned ghoulie and then let rip with the suction. 
A word of advice though; once you've got them in 
the airstream, try not to let go! 


LUIOi’S FLASHLIGHT 

Until you clear each room of ghosts, the lights will 
stay off; you'll need the flashlight to see where 
you're going. It's also handy for stunning 
oncoming ghosts so that you can suck them up 
with the Poltergust. .. by holding down the B 
Button, you can turn it off until the last second. 


GIVING IT SOME C-STICK 

DO THE SHAKE VAC, LUIGI-STYLEE! 

Right, so now we know that Luigi's has got all these great gadgets... but 
surely it might be really complicated to use them all at once? Well, not 
really - Nintendo has managed to map out a totally manageable control 
system so that everything falls neatly into place. While the minor items 
like the Game Boy Horror, inventory and map are assigned to various 
buttons, the important flashlight and Poltergust 3000 work in 
combination by using a few simple controls. By using the Analog Stick to 
move, the C-Stick to accurately aim the flashlight or hose and the Trigger 
Buttons to activate the functions of the Poltergust, you can effectively 
explore darkened rooms and suck up all manner of ghosts and other 
items like a pro. It might sound tricky but once you've played the game 
for a short period of time, you'll pick it up without any problems. 

On top of that, there are two separate methods of movement that can 
be switched between; Standard (moving the Analog Stick moves Luigi 
as normal) and Sidestep (the C-Stick is used to change Luigi's direction 
while the Analog Stick makes him strafe). Mastery of the Sidestep 
method is essential if you want to be a truly great ghost catcher... 


Having already played through 
Luigi's Mansion numerous times 
for various reasons (the original 
import review, the guide... and for 
fun, believe it or not) the thought 
of having to go through it 'just 
once more' wasn't exactly a 
pleasing one. But guess what? 
Surprisingly, the game hasn't lost 
any of its charm and remained a 
joy to play through - in fact, it 
seemed to be better than we 
remembered it... 

If you're not totally up on what 
Luigi's Mansion is all about, it's a 
simple concept with a subtle depth 
to it (as most Nintendo games are) 

- there's a huge mansion packed 
with ghosts and as the only one 
armed with the means to catch 
them, it's your job to... er, catch 
them. It's not as simple as just 
running around the place though, 
sucking up anything that moves; 
most of the doors in the mansion 
are locked and those ghosts that 
you can find aren't just going to give 


up without a fight. Not surprisingly, 
this is where the mixture of 
adventure and puzzle elements 
come in to play. You see, you not 
only need to find the keys that open 
new areas in the mansion (along 
with a number of other items that'll 
help you track down poor old Mario 
and all the moolah you can carry) 
but you also have to work out how 
to catch each of the bigger 'gallery 
ghosts' Each one requires a different 
technique to reveal their heart - the 
target needed before you can suck 
them up - so there'll be a fair bit of 
scratching heads before bedtime... 

That said though, Luigi's 
Mansion is certainly a game born 
under Miyamoto-san's new 
'shorter equals better' philosophy 
that looks to land more first- 
person titles on the shelves over 
the course of the coming year. 
While we commend the 
sentiment, we still feel that Luigi's 
Mansion deserved having a bit 
more put into it - the graphics are 




THE QAME BOY 
HORROR 

Used for a number of different things. You can 
bring up a map of the mansion (with the rooms 
you've cleared and doors you can unlock) on it, 
look at your inventory and even activate a first- 
person camera view that allows you to examine 
every inch of the mansion in minute detail. 


THE ELEMENTAL 
MEDALS 

Essential for solving many of the puzzles in the 
mansion, the Elemental Medals allow you to spray 
various substances out of the Poltergust's hose - 
either fire, water or ice depending on the element 
you're carrying. Of course, you'll have to actually 
find them all first... 





















WE’RE IN THE MONEY 


While the mansion that Luigi won might be a ghostly figment of his imagination, there's a silver 
lining to this dark cloud... all the treasure contained within it is totally kosher! That means that 
although your primary goal is to explore the mansion and catch as many of the ghosts as you can 
in an attempt to save Mario, you'll also need to be on the lookout for as much gold, cash and 
jewellery as you can possibly carry. Who knows... you might even get to keep it when you've 
finished your quest and build your very own Luigi mansion! 

Of course, it's not that easy to find enough money for a mansion - if you don't look in the right 
places, you may end up only collecting enough for a small shack. What you need to do is check 
every nook and cranny for cash; nearly every piece of furniture and scenery could be potentially 
holding a stash of treasure. Completing the various side-quests will also reap rewards in the form 
of massive diamonds, so it's in your interest to keep them in mind... 
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IS RATHER SHO 
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certainly lovely and the 
whole thing oozes that 
Nintendo magic, but on the 
gameplay front... well, it's 
just too short for what is 
essentially a key launch title. 
The added extras are bound 
to be a disappointment to 
people who have played the 
import version and were 
expecting something special 
too - ultimately, a game 
that can be finished in less 
than a day is still just that, 
regardless of the minor bells 
and whistles thrown in 
afterwards. And as for the 
lack of a PAL 60hz option 
and the presence of 
borders... well, don't get us 
started. Certainly more of a 
renter than a buyer, Luigi's 
Mansion still impresses 
though... there's just not 
enough of it to impress for 
as long as it should do. 

MARTIN 



LUIGI’S MAM SIQIM 


n EDDD ETRRT FDR ninTEnDD. IF R LITTLE EHERT-LIUED 



PiKMIN 

Out next 
month, 

Nintendo's 

other big . 

innovative ^ ^ 

you growing l 

armies of small seed people. 
Whatever it is their on, we'd like 
some too please... 


RISIAL SCORE 


MARIO IS MISSING 
CSNESI 

Old 

machine, 
terrible 
game but 

'on^epr, 

the same - w wa iiiTm ii i iR r e 

Mario's been kidnapped and it's up 
to Luigi to save him. Mind you, it 
was an 'edutainment' title... ugh. 


tut, Nintendo. 


SCARY! "Good clean fun, but over 
in less than ten hours? What's going on 
with that?." 


LOVELY TO LOOK AT ANO FUN TO PLAY 
BUT COULO HAVE OONE WITH BEING A 
LITTLE BIT LONGER. 

















































BATMAN 


CLINGING TO THE skyline of 

Gotham's urban jungle, a silhouette 
cascades like the ebb and tide, 
revealing its presence by delivering 
blows of fatal justice on all that 
deserve punishing redemption, 
shortly before returning from that 
darkened corner from whence it 
came. This nocturnal aberration of 
humanity's lighter side is none other 
than Batman. The Dark Knight who 
vigilantly protects Gotham's citizenry 
and its vain efforts at prosperity. 

There have been many attempts 
to bring this psyche of 'Dark Justice' 
to the media of videogames, but 
never before have any come close 
I to realising the 
atmosphere of the 
comic books or the 
feature-length movies. 
With alert signals 
I breaking the charred 
night sky. Batman 
Vengeance 
emerges to save 
the franchise's 
abysmal past 
history. 


The implementation of the 
cinematic sequences and the great 
visuals within the game give you the 
illusion that you are personally 
directing the fate of our caped 
crusader. The problems arise, 
however, when you realise that you 
are not in complete control of the 
character's initial exploration path as 
the linear nature of the game 
prevents you from tackling tasks the 
way that you would prefer. It is 
also disappointing when using the 
utility belts gadgetry, as you find 
that it is very limited - especially 
the grappling hook, which could 
have been implemented a lot 
more successfully. 

Batman Vengeance feels more 
like a 'reworking' of Ocean's late 
Eighties title Batman: The Movie. 
The similarity is outstanding and 
undoubtedly swings in the game's 
favour since the older game was 
one of the few that actually 
managed to succeed in the multi¬ 
genre approach. It's a shame that it 
fails to really stand up against other 
more apt launch titles. 


BATMAN VENGEANCE 


PUBLISHER: 

UBI SOFT 


“iARNER BROS. I«T. 

PRICE: 

£44.99 


ADVENTURE 

PLAYERS: 

1 


RISiAL SCORE 


■ 7-3 

THE MECHANICS ARE LIMITED 
AND SPDIL AN DTHERWISE 
ENJDYABLE EXPERIENCE. 


UNIVERSAL 

THEME PARKS ADVENTURE 



begins to tumble. Enough to make you walk 
away and never return, whilst 
instantaneously asking for a well-deserved 
refund. E.T's globally recognised bike ride 
mirrors the content of the rest of the game: 
absent of any action, shallow in depth and 
fundamentally pointless. It's a real shame, 
because if a little thought and a lot less 
linearity were involved this could have been 
an exciting first view at Universal's supposed 
great park. 


AS CHILDREN, WE have all stood with 
glee, awaiting the elusive announcement 
that would soon fly us off to the wondrous 
world of Universal Studios Theme Park. To 
this day there are still those among us that 
have not been fortunate enough to witness 
the magic of the movie world's highly 
acclaimed attraction. 

So, with an enthusiastic grin stretching 
back behind our ears and the promise of six 
'greaf rides based on Universal's worldwide 
smash-hit features, this could finally give us 
a glimpse of what we've been missing. 

You start the game with a brief 
introduction of your purpose, which is to 
venture around the park's themed rides 
collecting stamps. If, like us, you wish to get 
into the rides like an over-excited child, then 
you'll dash as quickly as your character will 
go to the E.T. experience. After briefly 
listening to the gate attendant (none other 
than Woody the Woodpecker), you dash 
into the ride. 

Whilst perspiring, frantically trembling and 
in bemused adoration, the pinnacle of 
wonder encouraged by youthful setbacks 




PUBLISHER; NAI'A DIGITAL WORKS 


ADVENTURE 


PLAYERS: 1 


WE RECDMMEND YDU INVEST 
YDUR HARD-EARNED CASH IN 
ANY DTHER TITLE. 
















DISNEY INTERACTIVE 


MORE GEORGE OF THE JUNGLE 
THAN TRUE TARZAN. A SORELY 
MISSEO OPPORTUNITY 


RECENTLY, IT APPEARS that games 

developers are atterapting to create an 
abundaqee of extreme sports titles - 
irrespective p^lobal recognition or the 
physical possmility that the attributes 
reqLm^ pf the sports enthusiasts can, 
inde^'^ performed - simply to cash 
in on thb tajigible suc^s of the Tony, 
Hawk's machine. Acdirmh and Z-Axis 
take the stage with this BMX-orientated 
extreme sports title, which brings death- 
defying leaps and tricks in a similar 
fashion to Mr Hawk's acclaimed Pro 
Skater series. 

The formula has been followed with 
^tute p>rectsion: the rock music, the list 
of tricks, the vast open and well- 
designed environments as well as the 
general atmosphere of the sport, have 
ail been well implemented. The modes 
available are also full of promise, with 
the main one being proquest, a sort of 
Career mode where pulling off specific 
tricks and t^ks are required to be 
completed before your receive respect 
from the park's other riders. 

However, you quickly realise the 
game's main problem, which hits you 
cold and hard: you find that you are not 
actually having any fun. Why? Well, for 
no reason really, other than the fact that 
the experience just feels dull. All the 
ingredients are in place; it's just that it 
feels like it's been baked in extension of 
the recommended cooking time, leaving 
Mirra's sequential title hitting the Cube 
with the unfortunate taste of repetition. 




i-'l -IS... 


TARZAN: 

UNTAMED 


RIMAL. SGXDRE 


asooo 


ACGLAtM 




£44.39 


Emma 

WR9 


PROVIDES VISUAL FLAIR - IT’S 
JUST DISAPPOINTING THAT IT 
SEEMS SO DULL. 


WITH A SUPERB CAST, exceptional animation and an original song written 
by the charismatic Phil Collins, Disney's Tarzan heralded all the usual 
hallmarks of a modern animated classic. It's puzzling then that, at best, the 
film was little more than a mediocre family movie. 

Attempting to nudge up Tarzan's recognition among the masses, Ubi Soft 
provides us with a platform-surfin' beast of game conversion that embraces 
Disney's unique style. Having already been released on Sony's PS2 to a 
mixture of reviews, Tarzan: Untamed now attempts to find its way out of the 
volatile jungle that its big screen outing set for it and onto the tranquil 
grounds of the GameCube. 

The game itself comprises two modes: Story mode and Terk's Challenge. If 
you are seeking a more well-rounded challenge then the Story mode is the 
place to go. It essentially encompasses the mini-games set in Terk's 
challenge anyway, so you do get the best of both worlds. 

Entering this mode triggers a cut-scene, which precedes the start of your 
adventure. You begin out in the swamp where you surf, climb and swing 
your way around the smooth levels to achieve your first objective, which is to 
free a few imprisoned monkeys. The opening level, although short, does 
provide you with enough scope of what the game engine is capable of and 
what kind of game lays before you. It is, in essence, a very generic 
experience, which is shallow and unrewarding. For its intended audience, it 
may satisfy their gaming needs but for an all-round platform title, GameCube 
owners definitely deserve better. 


TARZAN: UNTAMED 


DAVE 


MIRRA 
















FEATURE 
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I EIGHT 


I FIVE TYPES OF WEATHER 


I FOUR CHAMPIONSHIPS 


ISPUT-SCREEN FOR FOUR PLAYERS 


PROGRESSIVE SCAN AND DOLBY 


"NO DETAIL HAS 

_^EN CONSIDERED 

TOO INSISNIFICANT 
TO INCLUDE IN 
WAVERACE'S 
AWESOME 
. UNDERWATER 

If 


WaveRace for the Cubed generation? Oh 
yes, there's a Blue Storm brewing. 


WaveRace and GameCube 
— a perfect match? 


l/l/c7ve/?oce 64 
with a passion. It 
was magic Nintendo dressed up 
in a wetsuit that sped across the 
most beautiful waves we'd ever 
seen. When it debuted in 1996, 
WaveRace 64 set new standards 
for water-based videogames. 

Five years on, an update arrived 
in the shape of WaveRace: Blue 
Storm. And now, at long last, 

PAL gamers can enjoy the 
delights of jet-skiing GameCube 
style. Believe us, it's been worth 
the wait. 


The thin line between arcade 
racing games and realistic racing 
games is a tricky place to tread. 
When it was demoed in 2000, the 
next-generation WaveRace looked 
a lot more like its predecessor than 
it does now. Gone are the 
stupendously bright colours and 
arcade leanings of WaveRace 64, 
replaced as they are with 
stunningly real water and lifelike 
riders. In, too, come improvements 
in almost every area. Blue Storm is 
an update, not a sequel, but we're 
not complaining... 




























js-r-5iHJEj riBr^Fia 


MULTICOLOUR SWAPSHOP: All riders have coloured 
suits and jet-skis. Each rider has four different colour 
schemes, some pretty garish, but changes can be made. 


TRY THIS AT HOME 


YOU TOO CAN BE A FALL OUY! 

Blue Storm encourages outlandish stunts. In Stunt 
mode, tricks are rewarded with points, as are quick 
runs and the successful reaching of target rings. Stunts 
are performed in a similar way to those in WaveRace 
64, with impressive manoeuvres dependent on 
combinations of analog control and button pressing. 
Buttons A and B, in conjunction with the analog stick, 
can outwork stunts ranging from handstands to back- 
flips to barrel rolls. Most tricks are quite easy to pull 
off, and in Stunt mode {Blue Storm's longest lasting 
option) there's a great deal of satisfaction to be had 
from doing so. WaveRace wouldn't be WaveRace 
without extreme stunts. 


XiCOi AOtXWO 






The weather is variable. That's just as true in WaveRace: Blue Storm as it is in Stow-on-the-Wold. NST has fully 
exploited the GameCube's technical prowess in order to create virtual weather patterns. Initially the weather is 
not under your control, but success in Championship mode unlocks weather options that are set to stun. Stormy 
settings on any track are awesome examples of what the GameCube hardware can do, with waves building and 
rolling and splashing as torrential rain pours down from the black sky, only to be lit by great strikes of lightning. 
Some of the more subdued conditions are just as impressive, though you have to see Blue Storm in action if you 
are to fully appreciate the effort that has been put into recreating different weather systems - screenshots really 
don't do Blue Storm's environmental features any justice. 










UK LAUNCH 


RanK 

























No detail has been considered too insignificant to include in l/l/oi/e/?oce's awesome underwater 
scenery. Not only do pikes, whales and other such creatures show up, but marine flora such as 
seaweed and algae is also present. The detail apparent in the underwater rock formations, too, is 
mind-blowing: check out the pebbles down below Aspen Lake on a calm, sunny day. Still more 
amazing is the way in which the water distorts the view of what lies underneath in such a realistic way. 
Clearly, much effort has been put into making Blue Storm a looker. Show this to your non-Cubed friends 
and you will soon have more Cubed friends... _ 


OH NO! YET ANOTHER TOP GAMECODE 
TITIE IN OOOGY ACCENTS SHOCKER 


Each Blue Storm rider has a coach-cum-commentator, termed a 'Pit Chief. Some are M 

better (more bearable, that is) than others, but few are genuinely welcome. Dave 

Mariner's buddy-on-the-mic, in particular, is an absolute joke. We don't really want to be r 

told in a fake EngHsIraccent (the guy's an American, but speaks like a punk rocker) that 

our racing is "righteous", nor do we wish to be reminded that our performance is "sweeeeet". 

Ugh. Still, Blue Storm's music is much more pleasing, with cool hints of different genres spread ac^cess 
the game's cqyrses. Please, lliough, Nintendo - no more dodgy voice actors! 


»blu^storm 

IS AN UPDATE, 
NOT A SEOUEL, 
BUT WE’RE NOT 
COMPLAINING.” 


STINGRAY! 


I COMMENT coming, but we’re sure you'll 
j^agree that Blue Storm delivers. Not only is it 
I- ^e most beautiful racing game we've seen 
^ since SEGA's Ferrari F355 Challenge, but it's 
also more playable - amazingly - than 
WaveRace 64. And what Blue Storm lacks in 
longevity it more than makes up for in the 
quality of its gameplay. 

Right from the main menu screen, if s 
obvious that l/l/iczve/^oce; &ue Storm Yms 
been showered with love. Its presentation 
is slick, and the play on the aquatic theme ^ 
(every screen is set against a liquid 
backdrop) sets the Wavel^e tone 
perfectly. At first, though, the game proper 
may leave you frowning... 

It isn't until Blue Storm has been played 
for a while that the nuances of Its gameplay 
become apparent. Initially, the jet-skis seem 
hopelessly oversensitive. Unless you're a 
natural, it's likely that you'll career from 
track edge to track edge, hanging on in 
desperation. But then it clicks: gentle 
touches of the analog stick are required to 
maintain control. Now the game really 
comes to life, as you realise that subtle 
control fits perfectly with the design of Blue 
Storm's courses. It plays like a dream, but 
you could have a nightmare of a time 
before it comes together. 

Those expecting an all-new 
Nintendo racing title will 
be disappointed. 

Much of Blue 
Storm is 
ported from 
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The water, the wildlife and the riders all 
look real. Only the rather basic 
trackside scenery can be criticised. 

RUDID 

Awful commentators aside, Blue Storm 
sounds as good as it looks. The effects 
of the water are particularly immersing. 


Initially frustrating, but with practice 
WaveRace: Blue Storm plays even 
more impressively than the original. 


The most notable failing point is its lack 
of longevity - unless you're happy to 
shave split seconds off your best time. 

□RIEinRUTM 

It's a racer. Therefore, originality is not 
its selling point. 


iSf' NOW LOAEMNG...: Blue Storm's loading screens are 

entertaining distractions. With the analog stick you can cause 
ripples in the screen 'pond'. It's an impressive tech demo. 


UK LAUNCH 




ULTi-PLiiyEn CHttBaCTBR SELECT 


FUN FOR FOUR? 
NOT REAUY... 
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GET YOUR MATES ROUND! 

l/l/oi/e/?< 7 ce 64 cried out for a four-player mode, but 
due to technical limitations this just wasn't possible. 
But now that it is, it seems that its omission wasn't 
really worth bemoaning in the first place. Standard 
four-player races are usually dull encounters, perhaps 
because of the lack of competitive options (power- 
ups) available in straight racing. But four-player Stunt 
mode is slightly more engaging. Here, the player with 
the most points at the end of a run is the winner — 
but combining speed, stunts and targets for 
maximum points is a fine art. On the whole, though, 
l/l/c 7 ve/?oce; Blue Storm’s multiplayer is a 
disappointment - and not because of any particular 
faults. Rather, it's just another example of multiplayer 
being a bore without offensive options. 


BOftH 1 ^ i 


WaveRoce 64.^pen Lake is a ne^ ^ 
version^^y^aH^-ake, for example, 
and original cast retyfrns. 

But great new futures 

and cotiH^And now that there is a 
turbo facility, shdrtcuts are also 
present and easily accessible iniall 
tracks. Also welcome is the addition of 
four-player racing, though this is not 
one of Blue Storm’s strong points. 

All told, WaveRace: Blue Storm is 
everything we'd I^ed for. It looks 
: better than any other GaeaeCube title 
ffiid gneptay is more fin% tuned 
^n^ts pred^ressor's. For obvious ■ 
tenons. Blue Storm won't evoke the 
same woncfer did - I i 

And due tp its di^pointing 4- H 

mul^layer, it do^n't have masses of 
# long-term apaaJ. But WaveRace: 

Storm is a genera^ , ^ i 

suped update to a \ 

classic game. This is . 2lD|^ 

the CameCube racer / ^ 'mHUh 

to get 


ITlEEBinE RBDUT DR THE RIUER! 








STOFIM 


JONTI 


SSX TRICKY 

SSX Tricky is 
a decent, 

frozen _ 

alternative to . H 

the majestic 2 i; 

WaveRace: 

Blue Storm, 

but it's not quite in the same league. 
1080° 2 is the one to wait for if 
you're a snowboarding fan... 


OPINION 


SPLASH-TASTIC! "A tough 
game to master, but one that'll have you 
racing through the waves for ages." 


MARTIN 1 


WA-HEY-VE! "Some of the best i 


water effects ever seen, complemented 


by superb handling." 


CHANDRA 



TONY HAWK'S PRO 
SKATER 3 

Every bit as 
good as 
Blue Storm, 

Tony Hawk's 
3 is the 
perfect 


RNAL SCORE 


* ' 

complement - 

to NST's racer... especially if you're 
looking for a game with some real 
staying power. 


THE PERFECT UPDATE TO WAVERACE 
64; SPEEDING ACROSS WATER HAS 
NEVER BEEN QUITE THIS MUCH FUN. 
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DERIUeS FROm US BH5HETBRL.L. 




Lukewarm film translated into 
game - sound familiar? 


m 


inFDRmRTipn 




DRIVEN 


g)5TRT5 

■ CHOICE OF 12 CHARACTERS 


THREE MODES OF PLAY 


UNIQUE ‘ZONE BAR’ FEATURE 


HEAR THE VOICE OF STALLONE 


■ INSANE CRASH SEQUENCES 

RELEASE DATES 










Does the game live up to 
the film... or go one better? 

think that releasing a game based 
on a film that received such a 
lukewarm welcome would be a bad idea. But given 
the content of Driven, you can see why ifs happened. 
After all, the ingredients for an exciting story-driven 
racing game are there. The interactive element could 
prove to be interesting too, as the film was based 
around an old racing driver who felt that he wasn't 
up to the task of racing again. A character fighting 
with his own mind is always interesting psychology. 
Anyway, what about the game? Well, it contains three 
modes of play - Story, Arcade and a multiplayer. 

Story mode sees you completing various challenges 
such as racing through a whole lap 'In The Zone' 
(more on that later) and racing through crowded 
streets. Multiplayer is pretty self-explanatory, and 
Arcade can either be just a straight single race or in 
the form of leagues. Completing these leagues also 
unlocks secret tracks. 


□RIVEN 
















UK LAUNCH 




FUn RRCER LUITH HUERREE ERRPHICB 


Average in most places, but nicely 
presented all the same. 

RUDID 

Fitting tunes, but nothing to really get 
you going. Sly Stallone's voice? Hmm. 

GRmEFLRM 

Straight down the line, fast, arcade 
gameplay. Playable and good fun. 

LIFEBPRR 

We got through Story mode within a 
day. Two player adds extra though. 

□RIEinRLITM 

The developer tried something new 
with the Zone bar - full credit for that. 


SLASH ’N’ BURN 


The crashes really can be quite spectacular. Flying chunks of 
metal and burnt-out rubber litter the raceways as car after car 
becomes victim to a particularly nasty driver. Damage is real-time 
but it does little to affect the actual handling of your vehicle. If 
you total your car you can peplace it at the touch of a button. 


VERDICT 


OPINION 


THREE F*S! "Fast, furious and 
lots of fun, but still, not the greatest 
racer ever." 

MART 


THIS IS A GOOD, CLEAN ARCADE 
RACER THAT’S SADLY LET DOWN BY 
AVERAGE GRAPHICS. 


LET’S SEE THAT AGAIN!: After a race you can 
choose to replay the entire thing, from random 

%#iAtA/rkrtinfc r%r frr%m ot/Ar\i r^r 


Driven, as racers go, is 
pretty generic. Everything 
you would expect from a racing game is 
correct and present, with no hidden 
surprises under the bonnet. However, it 
does contain an interesting and original 
feature. As you race around the tracks, 
depending on how you act, a little bar in 
the bottom-left corner of the screen 
gradually fills. Edge off the track slightly, or 
lose pace and it will decrease rapidly. If 
you manage to fill it up to the top, 
everything (bar what is immediately in 
front of you) shifts out of focus, your 
handling improves and your speed rockets. 
You are 'In The Zone'. 

In the Story and Arcade mode, this 
proves to be excellent as it rewards skilful 
play with a boost in your car's 
performance. Staying in 'the zone' is the 
hard part, and the increased speed 
completely changes the way in which you 
need to drive. Achieving this level of skill 
is essential as many of the one-player 
tasks are impossible without some help 
from 'the zone.' 


Graphics wise, everything is present and 
correct. That is to say, everything you 
would expect. Once again, just like the 
game modes, the developer could have 
simply picked these visuals from a racing 
game library. Buildings, lakes, yachts and 
palm trees line the tracks underneath 
beautiful, blue skies with the odd tunnel 
breaking things up. One nice touch, 
though, is the way that the loading screen 
takes the form of a cartoon, fading into 
real-time graphics. Audio? There are some 
nice tunes in there but nothing that would 
make you sit up and take notice. The 
occasional Sly Stallone voice-overs don't 
add anything to the game - come on, who 
really wants to hear his voice? Exactly. 

When it comes down to it. Driven is a 
pretty run-of-the-mill racer with a few neat 
touches. The graphics engine doesn't push 
the GameCube in any way, but it's nice to 
have a fun arcade racer that runs at 60fps. 
It's good fun for a while, and for a bit 
longer with a mate, but it comes a definite 
second place behind Burnout 

GARY 


RIMAL SCORE 
























Down on the ice, if s twice 


as 


nice! 


NHL HITZ 





sports, games 
^are games and 


never the twain shall meet' - we're 
pretty sure that's how the saying 
goes. While we don't mind sports 
games that favour realism over 
entertainment though, we'd much 
rather have a hard-hitting arcade 
blast of a game any day of the 
week. Luckily, NHL Hitz 20-02 
manages to deliver exactly what 
we need... 


Forget everything you know about 
ice hockey; NHL Hitz is pure arcade 
sports action. While the basic rules 
apply (there's a puck for you to slap 
into the net... oh, and that's it) 
almost anything else goes with 
people being slammed around like 
nobody's business. In an effort to 
keep the pace of the matches up, 
each team is limited to three players 
and a goalie, and it works like a 
charm - the restriction only leads to 


RE-UGHT MY HRE 



As with most previous Midway sports 
games, doing consistently well with 
either a single player or your whole 
team will reap the benefits. Scoring 
three consecutive goals with one team 
member will cause him to be 'on fire' - 
consequently, he will be faster on the 
ice and have the ability to strike the 
puck harder. If by some chance you 
manage to get three One-Timers on the 
trot though, you'll get Team Fire; 
although it can be stopped by your 
opponent scoring a single goal, you'll be 
pretty much unstoppable until they do. 


more passing, goals and (of course) 
nasty fouls. Still, while violence is 
encouraged in the game, you might 
pay the penalty for it when a fight 
breaks out... if you can't keep your 
end up in a brawl, you're likely to 
end up at a disadvantage. 

Of course, a sports game has to be 
able to hold its own whether you're 
playing alone or with mates and, 
thankfully, NHL Hitz doesn't disappoint 
- in fact, the more people you have 
playing, the better it is. Once you've 
managed to unlock some of the secret 
teams and rinks (on top of the 30 
NHL ones already on offer) things just 
get more interesting. Quite simply, 

NHL Hitz 20-02 offers everything we 
need from a sports title - top visuals 
and sound, fast action and lots of 
violence to boot. The additional 
modes and stack loads of secrets only 
go to cap off what is certainly a 
stonker of a game... if you're looking 
for a decent sports title that isn't 
football at launch, you've got to go for 
this one. 


MODES A 



PLENTY 


PUHHER UP FDR PDLIJER-UP5 


■ Not surprisingly, NHL Hitz is packed with 
as many things for you to do as on a day out 
in Bournemouth... well, more actually. On 
top of the obvious Exhibition mode, there's 
also a 30-match Championship mode and a 
50-match Franchise mode, as well as the 
chance to create your very own hockey 
squad to take through either mode. There's 
also a Hockey Shop where you can purchase 
all kinds of seaet teams, uniforms and rinks, 
plus a very special Skills mode where plenty 
of mini-games await for you to try your hand 
at Like we said, there's loads to do... 



NHL HITZ SO-OS 


PUBUSHEII: 

MIDWAY 


BUCK BOX 6AMIS 


£44.99 


SPBBTS 

PLftYlBS: 

1-4 


RNAL SCX3RE 



“QUITE SIMPLY, NHL HITZ SO-OS OFFERS 
EVERYTHING WE NEED FROM A SPORTS TITLE...” 


SPORTS GAMES ARE SO MUCH 
BETTER WHEN THEY’RE 
PACKEO WITH VIOLENCE... 
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NBA STREET 



EA Got Game - Let's slam-dunk it into the 
Cube and see if it scores a three pointer! 


Each game is played to 21 points, with 
both the computer-controlled opponents and 
yourself battling it out to prove who really 
owns the court. Unlike any other basketball 
game this is only the beginning as you have 
the chance to power-up, creating stylish 
combos whilst simultaneously intimidating j 
your opponents and proving that you indeed ' 
are the Daddy Mac By performing enough ' 
pump fakes, slams-dunks and special fake 
outs you'll have access to your Game Breaker, 
which is activated by the steady filling of the 
gauge at the top of the screen. 

Once you have access to this, you become 
an unstoppable threesome, being able to 
score from anywhere on the court, giving you 
the chance to advance your lead or catch up 
on missed opportunities. Without question, 
this is a superb conversion for the j 

GameCube and with its quirky style it is 1 
quite possibly the best basketball title yet 
to grace a console. 


niiniAif* nun embraced the 

DURINu UllR fjne game in the Woody 

Harrelson and Wesley Snipes flick White Men 
Can't Jump; where hustling on the streets 
was the name of the game. With envy and 
eagerness we watched their choreographed 
movements, dreaming that we would be 
able to go away and re-enact their 
unequivocal finesse. Our re-enactments of 
these events would have only earned 
accolade in a National Lampoon flick, not 
quite the same attention that we were after. 
But thanks to the genius of EA and its 
respected BIG Games franchise, NBA Street 
has now been ported to our lovable Cube, 
finally providing us with the opportunity to 
slam-dunk. 

Although (quite Ibviously) the slam-dunks, 
power-ups, speed and sheer over-the-top 
disposition of the game don't mirror the reality 
of our childhood dreams, they do allow us to 
build upon them In true EA style. 


47500 


*>^000 


EA SPORTS 













The world of Nintendo has gone mad-they're all fighting! 





SMASH 



CUBE 

©inFQRmRTinn 


r i; NINTENDO 
' ' j; NCI/HM. 

£39.99 
JAPAN 
.1-4 : V 




Mario versus Link. 
Donkey Kong versus 
Kirby. This is surreal, 
but is it any good? 

!||||pppwpp|^^there was a Nintendo game that 
.HLliilAlMJjr had all of the company's best 
characters involved in an action-packed romp? 
So some mused prior to the surprise 
appearance oi All-Star Dai Rantou Smash 
Brothers on the N64. The Japanese were 
clearly impressed, as the game sold over a 
million copies there to help its host console's 
flagging fortunes. Smash Brothers' success 
was repeated in the States. Not one to pass 
by a good opportunity, Smash Brothers DX 
was last year's Japanese GameCube sequel. 
This new version was as successful as the 
original, giving the GameCube an early boost 
in its home territory. Renamed Super Smash 
Bros. Melee, Nintendo's fighter performed 
even more impressively in America. Now we 
get to see what all the fuss is about... 


I^ETRTB 

■ TOURNAMENTS FOR 64 PLAYERS 

■ NEARLY 300 TROPHIES TO COLLECT 
; ■ MORE THAN 20 STAGES : 

■ PROGRESSIVE SCAN SUPPORT 

■ REQUIRES 11 MEMORY BLOCKS 
RELEASE DATES 
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Smash Bros DX and this is Super Smash Bros Melee. 





Imagine the prospect of an all-new, 2D Mario platformer for the GameCube. Well it 


falls a long way short of such a game's potential (Nintendo, if you're listening...) ^ 
but Smash Bros. Melee's Adventure mode does feature some decent side-scrolling 
action. Enemies (including Goombas and other such Mushroom Kingdom mainstays) 
can be dispatched with the traditional 'jump on heads' method, but the gameplay is too 
loose, and all in all it just doesn't fejel like a bona fide NCL platformer. 


music: TD MDUR ERRS! 


Me Ganondorf... strong like bull. Meet fist of thousand flashy 
lights - he like to hurt urn Nintendo characters. Pow! 


“HOWEVER MANY 
TIMES YOU PLAY, 


FOX MCCLOUO MAKES 
YOU REMEMBER WHY 
YOU ARE SO FONO 
OF NINTENOO.” 


PLATFORM SPECTACULAR 


■ Koji Kondo is one of Nintendo's least celebrated people, 
but Super Smash Bros. Melee should make gamers realise 
just how important he is to the Big N. Kondo-san is — and 
always has been - Nintendo's main audio producer. Some of 
Koji Kondo's finest works (v\Hio can forget the inspired Super 
Mario World theme?) receive a full orchestral reworking in 
Melee, and the results are simply amazing. If you've longed 
to hear the plinkety-plonk Famicom haunts of Hyrule Castle 
remade to 2002 standards of game audio, Smash Brothers 
will have you rapt and in awe. 

















IT LOOKS UKE A FIGHTIR. 

IT PLAYS UKE A FIGHTER. 

MAYBE irS A FIGinER 

Like a strange fighter-platformer combo, Smash Bros. Melee’s control 
system is initially awkward. Control is based around the analog stick, 
and as in the original Super Smash Brothers you can jump simply by 
pushing up. If you prefer, it's now possible to leap by pressing X or Y. 
Shield and grab are now separated, the former on buttons L and R, 
and the latter on the Z button. The A button performs standard attacks 
and the B button special moves. Smash attacks are new features that 
make the most of the C-stick, offering easy access to quick moves 
(look out for this C-stick system in Capcom VS SNK 2: EO). Taunts, the 
pride of all arrogant Smash Bros, players, are assigned to the d-pad. As 
you can imagine — especially considering that these are merely the 
basics - Smash Brothers' array of controller functions can initially be 
bewildering. After a lot of practice, though, it is quite an intuitive setup. 






--—— It's easy to see 

CGMMENT whysLs/,- 

Bros, has been so successful. Its 
unique brand of 'in your face', 
frantic gameplay is undeniably 
enjoy^le. There's little in 
way of considered tactics or ^ 
thoughtful play, but that's nor 
what SmashSrothers Is about. 
It's a riot, not a game of chess. 

There is certainly a novelty 
factor that increases Smash 
Brothers’ appeal. We grew up 
knowing each of the charact^ 
here in the context of their own 
adventures, but now we can pit 
them all against each other. No 
matter how many times you 
play it, seeing Link battle with 
Fox McCloud is enough to make 
you remember why you 
became so fond of Nintendo in 
the first place. 

Taken on its own merit, 
though. Smash Bros. Melee is 
not the perfect game that some 
might envisage. Its single-player 
mode, for starters, can be 
dismissed as little more than a 
so-so pursuit. It's really not 
worth bothering with unless 


“the right ANGLE: The game is full of odd touches; you 
can change the angle of menu screens using the C-stick. 
This is hilariously pointless. Idiots that we are, we like it 


cc 


SMASH 


IS ALL ABOUT 
MULTIPLAYER 
ACTION.” 


UP 1G 64 (BILUGN?) PLAYER 


Smash Bros. Melee is all about multiplayer action. There are tons of 
multiplayer options - pretty much every aspect of play can be tailored to suit 
your wishes (and those of your multiplayer comrades^ The fundamentals — 
how battles are decided, how long they last, if any teams are to be formed, 
et cetera — are obvious and easily customisable, as indeed they were in the 
original N64 version. There are features above and beyond the basics, 
though. Fancy a tournament for up to 64 human players? That can be 
arranged through the peculiarly named Tournament mode. If you can't 
arrange for 63 friends to cram into your humble abode for the purpose of 
Nintendo-sponsored mayhem, then shame on you. Give it a try this summer 
- you won't regret it. 


















TOO. MANY. 
CHARACTERS. 

Despite much conjecture and Internet 
rumour (rumours, on the Internet? 

Surely not) there is no sign of Sonic in 
Smash Brothers. Repeat: no Sonic. What 
we do have here is a veritable 
compendium of Nintendo characters 
past and present. From Mr. Game & 
Watch and the Ice Climbers to Pikachu 
and Shiek, every age of Nintendo is out 
in full force. Different characters, of 
course, have their different strengths and 
weaknesses: Donkey Kong, Ganondorf 
and Bowser (aka Koopa) are the big, 
slow guys. Unlike the N64 version, 
though. Melee has a lot of small, tough 
characters. Mr. Game & Watch is as hard 
as nails, and Pichu (not Pikachu) is also 
a tough little egg. Smash Brothers' line¬ 
up has something for every Nintendo 
fan, and the obscure likes of Roy (from 
the Fire Emblem games) and Ness (from 
the Mother series) will delight the 
Nintendo hardcore. Bravo! 


you intend to collect all of 
Melee's trophies. And even in 
multiplayer, there's sometimes 


I Seeing your favourite charaders 
' pitched against each other is great! 


an element of fortune that 
decides who comes off 




victorious, which is frustrating 
when you've given a battle your 
all only to be unfairly beaten. 

However, there is much to be 
said in Smash BrSthers' favour. 
Frustrating as it can be, every 
fight is a spectacle of chaotic 
gameplay that will have you 
absorbed. You'll be ready to 
throw your controller down in 
disgust, yes, but you'll also be ^ 
on the edge of your seat, 
prepared to leap and celebrate 
a victory in whichever way you 
see fit. And it's that tension that 
makes Smash Bros. Melee the 
top game that it is. 

Smash Brothers won't win 
over the beat-'em-up hardcore, 
but Nintendo fans will rejoice in 
the fantastic idea behind it. For 
its multiplayer frolics, if nothing 
else, every Nintendo-head 
should have a copy of the Big 
N's flagship fighter. 



n DiEEvinE cDmPEnDium pf ninxEnop chhrhctere 





UI5URL5 ^ 

Polished to glistening point-and then 
some — Smash Bros. Melee certainly 
looks the part. 

RUDin 

Many of the best Nintendo tunes 
reworked with a full orchestra. It's 
enough to make your ears tickle. 

ERmEPLR'r' 

Mindless scrapping for the most part, 
but there are some magic moments 
to be enjoyed. 

LIFESPRR 

If you have three enthusiastic chums, 
Smash Bros. Melee will last an age. If 
you're a loner, it'll last about two days. 

□RIEIHRLITM 

Smash Brothers is a decidedly 
retrospective package. It's fun, but it's 
hardly original. 



CAPCOM VS. SNK 2 

The mother 
of 2D fighting 
games, 

Capcom vs. 

SNK 2 
pitches the 
best of 

Capcom against the best of SNK in a 
Smash Brofhers-rivalling beat-'em-up. 
Look out for it this summer. 

BLOODY ROAR: 
PRIMAL FURY 

Not quite as 
splendid as 
Super 
Smash 
Brothers, but 
still worth a 
look if 

you're after a mad beat-'em-up 
frenzy. There's nothing quite like 
changing into a mole, is there? 


OPIIMIOIM 

SPIFFING! "Certainly not a serious 
gamer's beat-'em-up, but one that'll 
keep you playing for absolutely ages." 

MARTIN 

WOWZERS! "SSBM didn't exactly 
do it for me, but even I can't deny that 
it looks mighty fine... oh yeah." 

CHANDRA 


RNAL SCORE 










































shame the port is lazy! 

DUCK: 


Join Donald as he rescues Daisy 


QUAi 


©inFDRmRTinn 


“THE FACT 
T THERE IS 


DONALD DUCK: COIN’ QUACKERS 


AT THERE IS 

Nothing to 

’ARATE THIS 
PM EARLIER 
' VERSIONS 
SN»T HELP” 


UBiSOFT 


TBSa&PiRi IN-HOUSE 


^BTRTE 
■ PORT OF THE PS2 VERSION 


■ 22 CARTOON LEVELS TO EXPLORE 


BONUS COSTUMES TO COLLECT 


LOADS OF SPECIAL MOVES 


■ 6 MEMORY BLOCKS REQUIRED 

RELEASE DATES 


Lim 


be said that every 
GameCube owner is 
looking forward to Mario Sunshine- but 
that is another two months away, at least. 
So what is out there that could satisfy your 
platforming hunger until then? The answer 
is Donald Duck: Coin' Quackers. 

Taking on the form of a pseudo-3D 
platformer, Donald Duck certainly offers a 
degree of entertainment. Pseudo being the 
key word here, as the gameplay mechanic is 
essentially 2D. Similar to Son/s Crash 
Bandicoot, you are given a strict, linear path 
to follow. There are variants, however; 
occasionally you will be playing with a side 
viewpoint, or sometimes running into the 
screen. These help to break up a game that 
would become boring very quickly otherwise. 


Your overall task is to save the delectable 
Daisy from the clutches of the evil Merlock 
the magician, who is holding her captive in 
his lava manor. In order for this to be done, 
you have to collect special weather vane parts 
from the four highest areas of the world. 
These will help to power a machine that will 
give you access to the lava manor. This is not 
as easy as it sounds, though. You will have to 
battle your way through 22 levels in order to 
do this, avoiding all manner of nasties. 

Along the way you have the opportunity 
to pick up prizes like extra costumes and 
levels. Sounds quite good, but most Disney 
games thus far have had a reputation of 
being too easy to play and too simple in 
execution. So does Donald Duck: Coin' 
Quackers fare any differently? 
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SPECIAL MOVE 


VERDICT 




DOIMALD PUCK; QA 


PLERSRnX PLRTFDRmER BUT L REHB DRIEinRUITV. _ 

OPINION 


UIBURL5 

Very simplistic, but oh so smooooth. 
Animation is top notch too. 

HUDID 

Outstanding. The music is fantastic 
and the SFX are true to the cartoons. 

BRITIEPLHM 

You will enjoy playing it, but you 
won't be going back to it. 

LIFEBPRR 

A few secrets add some longevity to a 
very short game. 

□RIEIHRLITM 

It's Crash Bandicoot with a much 
more charming theme. 


OUACKERS "Would've been 
good fun if I hadn't have played the 
same game on Dreamcast already." 

CHANDRA 


RIMAL SCORE 


GOOD FUN WHILE IT LASTS - WHICH 
ISN’T LONG. BEST TO LIST IT UNDER 
THE PLAY-AND-FORGET ROSTER. 


mu BOSS: After every world you will have a 
face-off with a boss. They aren't too hard, but 


If you collect the right amount of gears in a level, you will gain a 
special move. They are given out by your three nephews. Once 
you are back in the hub, you have the option of practicing them 
in a special room. The method is to jump on three enemies in a 
row without touching the floor, then hitting the Right Trigger 
button. If done correctly, Donald will freeze in the air and you 
will be set three seconds or so to enter a combo. Get it right and 
Donald will become invincible. If you collect a special move in 
every level of a world, you get the chance to do a special 
challenge. Complete this and you get a prize! 


psHHMM^^The one thing that 
UJildLuiyl^^immediately stands out in 
Donald Duck is the audio. The soundtrack 
is classic Disney, which can only be a good 
thing; indeed, the music more than makes 
the game sometimes. The ghost house is a 
good example of this - the levels 
themselves are merely average. Quite 
frustrating staple platform elements means 
that there's little here that's outstanding. 
However, the rattling of the windows, the 
howling wind and the cackling of ghouls 
mixed with the orchestrated screeches of 
violins and menacing organs make the 
levels seem so much more atmospheric. 
That's not to say that the music is the only 
standout aspect of the game. The graphics 
are bright and colourful, if a little overly 
simplistic, but the animation is superb - 
leave Donald alone for a few seconds and 
he will perform a mad little dance. 

The different themes throughout the 
game are pretty generic, but there are 
some original ideas hidden away. Some of 
the methods of finding secret areas are 
quite exquisite, involving abstract jumps 


from enemy to enemy in true platforming 
style that is sadly lacking from a lot of 
games these days. 

However, as nice as it sounds, there are 
reasons as to why this game is unlikely to 
be remembered in a few months' time. 

The structure of the levels is basic to say 
the least - there is no architecture worth 
mentioning as such. There are no areas in 
the game that will jump out at you and 
leave your jaw hanging on the floor. More 
often than not there are only a few 
variants throughout the level scattered 
around in a different order. This does help 
the flow of the game though - there are 
no moments where you will have to stop 
for a long time, it's fairly dynamic. But 
when it comes down to it, this type of 
game has been done before, only much 
better. The fact that there is nothing to 
separate this from earlier versions doesn't 
help its cause either and, as such, it will 
keep you entertained for only a little while 
before boredom sets in and you find 
yourself popping in another disc. 

GARV 
























Long awaited on the GameCube front, 

INTERIMATIQNAL 

SUPERSTAR SOCCER 


it's ISS 





ftfdinanc 


FOOTBALL GAMES 


^have always been an important 
part of a console's gaming 
armoury. All things considered, for every major system 
there has always been a standout title that has captured 
the true spirit of the beautiful game. No more so than the 
famous ISS series. First appearing on the Super Famicom, 
then later on the MegaDrive, it achieved near perfection on 
its various N64 outings. It has to be said that the 
GameCube version is slightly different. As it was, the only 
competition that ISS 64 received was from the dismal FIFA 
incarnations. This time, however, Virtua Striker 3 is running 
down the wing, and it isn't going to be stopped at the 
hands of any defence, no matter what legacy it holds. 

First things first: ISS2 is pretty impressive. The graphics, 
while not quite up to Virtua Striker J's standards are still 
top notch - the various times of the day to play create 
some atmospheric shadows that are thrown around the 
pitch and the player models look almost too human. The 


controls are ultra-responsive and precise, and the passing 
system is one of the most intuitive yet - you always feel 
in control. 

There is no dithering before slowly tapping the ball in the 
wrong direction - everything flows as it should. The 
highlight of the game though is the multiplayer, which (let's 
face it) is the thing that football games are made for. 

Flappily, the game supports four players, so grabbing three 
friends may cause you to never leave the house again. 
Ultimately though, ISS2 falls short of Virtua Striker 3. 
Animation problems are evident, with entire frames missing 
at times, and the computer Al can be a little inconsistent. 
The scenario modes that made the previous games such a 
joy to play are not included, which is a glaring omission, 
and the various leagues and cups fail to totally captivate. 

But as it stands, ISS2 plays as solidly as ever, and were it 
not for Virtua Striker 3 you'd be hard pressed to find a finer 
football game on any other system. 



CC 


AND YOU MAY 
NEVER LEAVE THE 
HOUSE AGAIN” 


CUSTOM 

CHARACTER 


Included in the game is a novel 
Character Creation and Team Edit 
mode. As well as being able to 
change squad formations, tactics 
and player numbers, you can also 
edit individual characters. 
Everything from the hair 
style/colour to the skin colour, 
eyebrows, eye colour, boots, 
shirts, shorts and facial hair can 
be fiddled with to a certain 
extent. Unfortunately, it's not 
quite up to Virtua Strikers 
standards. There is little variation 
between the different styles of 
clothing and you won't be 
noticing much once they are on 
the pitch. 





THIS GAME IS CLOSE TO 
CUVSSIC STATUS, BUT 
STUMBLES ON THE WAY. 
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WORLD CUP 


EA makes a return to Nintendo with 
its most famous series... - ‘ 


■■■■■H^long silence on 
liHlllJjy the Nintendo 
front, EA has finally decided to 
release an Instalment of its 
best-selling series FIFA Soccer. 
EA is certainly up against some 
stiff competition in the form of 
ISS2 and Virtua Striker 3 - and 
both titles are worthy 
contenders. 

One thing that FIFA has 
always had a good reputation 
in is the visuals and sound 
department. No complaints 
here - the character models 
all look stunning and the 
running commentary is as slick 
as it's always been. However, 
the problems that seem to 
dog most football games lie in 
the animation - and this is no 
exception. Going from a 
running action to a kicking 
action is sometimes disjointed, 
due to the animation loops 
switching over. Some work in 
seaming these together would 
have Improved the aesthetics 
greatly and It rather needlessly 
lets the package down. 

The controls have always 
been a problem with FIFA 
games, and there's little 
change here. Although it is 


clear that EA has put a great 
deal of effort into improving 
an area that has always drawn 
criticism, (the C Stick allowing 
you to easily perform one-two 
passes is a nice touch) the 
same problems arise as much 
as they ever did before. 
Cumbersome at the best of 
times, it takes a lot more 
effort on the player's part than 
it should to control the ball as 
they would wish. Not good for 
a fast-paced sports title. 

There is, however, an 
excellent four-player mode 
that, coupled with the slick 
presentation, makes it feel as 
if you and your friends really 
are taking part in that most 
Important of football events, 
and it's certainly the most 
atmospheric of the three 
football titles on offer. But, as 
it stands, why bother when 
you have two superior footie 
games available - ISS2 for its 
lovely intuitive controls, and 
Virtua Striker 3 for arcade- 
style action. It's great to see 
the FIFA series on the rise 
though, and our hopes for the 
next instalment are very high 
indeed. 




SODS FIFA WORLD CUP 


£39.99 


MINI CElfBRATIONS 

True to its history, 2002 FIFA World Cup contains a 
variety of victory poses. Players will leap around, 
somersaulting and cartwheeling around the lush grass 
pumping their fists into the air as the crowd goes wild. 
When it's night time, and the floodlights' beams are 
bouncing off the silver rain, you could swear it was real. 
An interesting note is that the textures on the characters' 
bodies allow for sweat to appear. A close up of a 
character's face will present a sheen of transparent 
white coating on their skin. Nice... 




IMPROVED 


BUT 


MUCH 


PROBLEMS 


ARE 


CLASSIC 


FIFA 


STILL 


PREVALENT 
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SUPER 


MONKEY 


BALL 


AMUSEMENT VISION 


[!ZE!]!ESjSCEC associated 
with videogames ever since Donkey 
Kong started taunting Jumpman. 
Monkeys have starred in many less 
prominent games, too; think of titles 
such as Toki, Monkey Hero, Monkey 
Magic, Ape Escape and Diddy Kong 
Racing. There's something about 
monkeys that make them prime 
targets for videogame starring roles. 


Amusement Vision, one of the 
bright new SEGA teams, have 
picked up the banana-shaped baton 
to create Super Monkey Ball. Not so 
long ago the prospect of SEGA 
developing for Nintendo seemed 
ludicrous. But everything has 
changed, and Super Monkey Ball is 
the first GameCube result of SEGA's 
multi-format stance. And what a 
result it is! 


5TRTB 

MORE THAN 90 STAGES 


THREE 


-GAMES 


THREE PARTY GAMES 


DOLBY SURROUND SUPPORT 


REQUIRES 3 MEMORY BLOCKS 


RELEASE DATES 


The best GameCube 
game yet is a SEGA 
release that stars captive 
monkeys. Surprised? 


















WE Ali. LIVE... : The underwater stages (encased in balls, 
our monkey heroes can dive) are inspired by the Beatles. 
Dinky yellow subs auise around the locale. Lovely._ 


MINI-GAMES, 
MASSIVE FUN 


Super Monkey Ball's most enduring gameplay mode is its mini¬ 
games. Four players, drinks, snacks. Monkey Fights — there's 
little more you could want from an evening in front of the telly. 
In Monkey Fight, our charismatic little chimps take to the ring, 
equipped with spring-mounted boxing gloves, in order to beat 
the living daylights out of each other. This is quite possibly the 
most laugh-out-loud funny multiplayer game we've ever had 
the privilege to play. Then there's Monkey Race, which is a 
circuit-based sprint so very enjoyable that we'll be more than 
content until GameCube Mario Kart arrives. And to round out 
the selection of mini-games. Monkey Target brings some chilled 
Pilotwings gameplay in the form of flying monkeys. Here your 
monkey rolls down a ski-jump sort of track before leaping up 
into the sky, and you then have open your monkey's ball in 
order to glide to a distant landing platform over the sea. Flying 
monkeys - such a silly idea, so wonderfully executed. But the 
multiplayer fun doesn't end here... 


The game looks good, with 
bright colours throughout 




Moving cogs, tilting floors and one rolling 
monkey - this levm sure ain't easy! 


Super Monkey Ball looks stunning. It's colourful and it's tasty - like fruit 
salad. It's smooth (there are no frame rate Issues whatsoever) and it's 
highly detailed. Most notably, though, Super Monkey Ball boasts some 
special effects we've not seen in other GameCube titles. The spangles 
of light that dance underwater, for instance, are truly spectacular. The 
clouds that cumulate in Monkey Target, too, give an impression of what 
would be possible in a GameCube Pilotwings. And we mustn't forget 
the monkeys themselves, the stars of the show, who are animated with 
such skill that their little legs start kicking as they spin upside down. 


UK LAUNCH 


WE LOVE FRUIT SALAD! 



















IGEKCUK 


SIMPIE: BEST 

The GameCube's controller's perfect analog stick moves your monkey in every 
direction. Oh, and the A button performs various features in multiplayer 
modes, and R is used for spin in Monkey Bowling. That's it — that's all there is 
to Super Monkey Ball's gameplay. This is a game that OAPs could play. Quite 
whether they'd be able to stay on the floor is another matter, but the 
gameplay method is unbelievably simple. Having said that. Super Monkey Ball 
is a challenge to skilled experts - mastering the controls isn't the trick, but 
deft control is. Just as with Virtua Striker 3 (Amusement Vision's only other 
GameCube title so far) there's no messing about, and the result is a game 
that outplays every other on the system. We wonder if other developers will 
realise the value of a simple control system... 


“SUPER MONKEY BALL IS 
OUITE SIMPLY THE BEST 


ERRn THE PDinTS. PLRV THE ERmES! 

As if the three mini-games weren't enough to satiate your hunger for multiplayer monkey action, Super 
Monkey Ball's party games add yet more strings to the game's multiplayer bow. Monkey Golf, Monkey 
Billiards and Monkey Bowling are each tremendous fun. Monkey Bowling is arguably the pick of the 
bunch, as it is better than any other bowling game we've ever played (yep, even SNK's superb League 
Bowling). Up to four players can take turns to launch their monkey down a ten-pin alley into a bruising 
rack of pins. Spin can be applied with the R trigger to ensure that an off-centre bowl could still become a 
strike. And how the alley surface gleams! Monkey Billiards is a more relaxed game, for one or two players 
only. The idea is to pot (in order) the balls on the table, using your monkey as the cue ball. This mode is 
made even cooler thanks to some jazz vibes softly sounding on the billiards hall's speakers. And then 
there's Monkey Golf, which, to be honest, can be a bit frustrating. It plays more like crazy golf than real 
golf, though in four-player mode there is certainly some fun to be had here. Overall, we prefer Super 
Monkey Ball's mini-games to its party games, but Monkey Bowling is exceptional. 




"So you have a 
monkey in a ball, 
see, and you roll it around to collect 
bananas." You risk being committed 
if someone overhears you describing 
the magic of Super Monkey Ball. But, 
in part, that's why Super Monkey Ball 
is such a refreshing change. Don't 
mistake it for a mere novelty, though 
— it's much more than that... 

Simplicity is the key to Super 
Monkey Ball's success. You needn't 
think about the controller in your 
hand; it's just instinct that moves 
your monkey exactly where you wish 
to go. This is what Shigeru Miyamoto 
had in mind when he designed the 
GameCube controller, and it's ironic 
that Amusement Vision has made 
better use of the pad than any other 
GameCube developer thus far. 

There are simple games that are 
boring, of course, but Super Monkey 


Ball is great fun. We'ye been playing 
it for months on end and can report 
that it gets even better with age. 
Every second that your monkey 
rolls, you'll be exhilarated by the 
fear of falling off the edge or 
running out of time. The parameters 
in every mode are set just so. 

In single-player. Super Monkey 
Ball is challenging and richly 
rewarding. In multi-player, it's the 
most amusing social game we've 
played in a very long time. Just play 
it and see. 

Pac-Man, Space Invaders, Donkey 
Kong, Super Monkey Ball: some of 
the best games ever have also been 
some of the simplest. In Amusement 
Vision we have the hope that such 
games will continue to be made. This 
isn't hyperbole; Super Monkey Ball is 
the best GameCube title of them all. 

JONTI 

























AAA’? DONT BE SO LAZY!: The name entry system is 
inspired. You simply run your monkey into the appropriate 
spring-mounted pads to spell your three initials. 


THE STORY OF ONE 
MAN IN A BALL. 


PLEHTV TD □□ RnD EEE 


Just because Super Monkey Ball is the best thing to happen to multiplayer : ^ 

gaming since GoldenEye, its single-player options should certainly not be 
discarded. The main one-player game is puzzle-action mode in which you 
must roll to courses' ends without falling off into oblivion, collecting as many 
bananas as possible and getting to the goal before your time runs out. Later stages 
are incredibly tricky, but Super Monkey Ball eases players 
in via its relatively straightforward Beginner mode 
before testing with Advanced and Expert. 

Fortunately, a Practice Mode allows you to ' 

perfect unlocked stages before trying to pass 

them in the Normal Mode. Even Super 

Monkey Ball's Main Game can be enjoyed in ■ , 

multiplayer, however. In Competition Mode, 

up to four players make a dash for the goal, 

taking care to pick up mucho bananas, and 

the player with the most fruit wins. This is yet 

another feature, though the single- 

player take 


J BANANA 
084 / 100 




© The further you go through the game, the harder 
it is to reach the goal in time... 


SUPER MONKEY 


EUPERB FUn RLL THE LURV RRD R URET EHELLEREE. 




OPINION 




Super Monkey Bail boasts gorgeous 
graphics with plenty of character-and 
wonderfully animated monkeys. 


OH BANANAS!"Thisisoneof 
the finest games on the GameCube to 
date. Stop monkeying around and buy it!" 

SIMON 


Dilips 


© You are going to have be pretty ^ 
nimble-fTngered here! 


RUDID 

Tunes that will get trapped in your 
head and sound effects that will 
make you grin like... a monkey. 

EnmHPLFIM 

Most of Super Monkey Ball is 
controlled with only the GameCube 
controller's analogue stick. Genius. 

LIFEBPRn 

With a perfect learning cun/e and many 
hidden features, Super Monkey Ball is 
will keep you busy for a long time. 

□RIBIRRLITV 

Inspiration was obviously taken from 
the likes of Marble Madness, but Super 
Monkey Ball is certainly its own game. 


MARIO PARTY 3 

Mario Party 3 is comparable to 
Super Monkey Ball in that it's full of 
entertaining mini-games and that 
special party 
atmosphere. 

Look out for 
GameCube 
Mario Party 
4 at the end 
of the year. 

DIODY KONG 
RACING 

Diddy Kong 


SWINGIN’! "What's this... a SEGA 
game that's better than all the current 
Nintendo ones? Amazing!" 

MARTIN 


RNAL SCORE 


Racing also 
had some 
monkeys in 
it. Okay, 
we're 

clutching at 
straws here. But hey, monkeys will 
return to the GameCube in Donkey 
Kong Racing. 




THE BEST GAMECUBE GAME YET. A 
MATCH FOR GOLDENEYE, AND EVEN 
MORE FUN THAN LUIGI’S MANSION! 





























THE EHmEB HDU UJOnT lURnT TD miBE! 

UP FROINTT 






SUPER MARIO SUNSHINE 


DEVELOPER: 


GENRE 


PEREEHTHEE EDmPLETE 


tolRT-R-BLRnCE 


MARIO ON GAMECUBE! 


MULTIPLE WEAPONS 


MULTIPLE. THEMED LEVELS 


■ BRAND-NEW STORY LINE 


■ CLASSIC MARIO GAMEPLAY 

RELEASE DATES 


SUPER MARIO 


All-new screenshots, artwork 
and Info on the 
Italian plumber's , 
sunny adventure.,. 










YET MORE INFORMATION on Mario's 

debut GameCube adventure has surfaced, 
including the full storyline and some 

leaked information straight from 
Miyamoto-san himself. In a 
distinct departure from 
traditional Mario games, the 
now renamed Super Mario 
; Sunshine (in the US and 
; Europe at least) shows no 
/ signs of princess kidnappings 
or giant, fire-breathing turtles. 
It seems that creator Shigeru 
Miyamoto finally got bored of 
that old chestnut... Instead the story 
sees Mario and Princess Peach enjoying a 
well-deserved break in a peaceful, sun¬ 
drenched seaside village. At least 
that's the plan. When they get 
there they learn that someone 
has been terrorising the 
locals and running around 
painting graffiti everywhere. 
Even more of a shock 
comes with the news that 

























“SUPER MARIO SUNSHINE 
SHOWS NO SIGNS OF PRINCESS 
KIONAPPINGS OR GIANT, 
FIRE-BREATHING TURTLES” 


UP FRONTT 

mRRiD smBHinE 



SUNSHINE 



the culprit looks just like Mario. Naturally 
the locals are abusive towards the real 
Mario so he decides to clear his name by 
washing up the mess and finding the 
person responsible. No Bowser in sight 
then, but we get the feeling that one of 
his Koopa cousins may be the fiend 
behind the Mario mask. 

The new screenshots reveal a few more 
bits of information that we didn't know 
before. The Pokies have made a welcome 
return (they were in Mario 64 and Super 
Mario World) - you can be sure that they 
will move relatively slowly, but the 
walking cacti come in packs of four - so 
don't underestimate them. As CUBE 
predicted in issue 5, the bizarre Wizbit- 
esque creatures are in fact the locals. The 
Flumpets' (that's what we'll call them for 
now) sexes are colour-coded (very 
useful...) with purple being a male and 
pink being a female. Yeah, yeah, we 
know, the blokes fix cars and the birds 
wash the dishes, right? Anyway, there are 
yellow ones as well - perhaps they are 




granny Flumpets or something? Okay, 
enough about the Flumpets. 

Water for the water backpack is in 
limited supply (hence the meter) and can 
only be replenished at water fountains. 
You can see from one of the shots that 
Mario has quite a range on that water 
cannon of his. If the nozzle was always in 
one position you would have to move 
Mario back and forth in order to aim. This 
would be irritating, so you can expect the 
direction of the nozzle to be controlled 
using the C-Stick. The Analogue Stick will 
be used to move Mario around, with A 
being jump and B being used for 
hosing/using/talking. L and R will swing 
the camera left and right with Z centring 
the camera behind Mario. Y will provide 
the first-person view in a similar style to 
Mario 64. 

As one last reassurance to many of our 
readers, Miyamoto himself has let slip two 
vital bits of information: there will be 
many more levels in the game, not just 
the village that we've all seen. 


It's amazing how a fat, stout, little 
\Jy plumber can be so fit isn't it? 










UP FRONT 
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NAMCO 


into bondage? Soul Caiibur's newest 
character has everything you need,.. 


UL 


ALL NEW SCREENSHOTS of Namco's 

most awaited of titles have been released. 
As the game draws closer to its July arcade 
release the screenshots are turning up 
more frequently, and this latest batch 
showcases one of the old favourites, Voldo. 
Dedicated to his dead father figure 'Master 
Vercci,' Voldo searches endlessly for a 
mysterious weapon by the name of the 
Soul Blade. As you can see, the game is 
looking even more stunning than before, 
and aesthetically, is a serious contender to 
any beat-'em-up you may wish to mention. 

These screens also reveal which 
characters will be hosting which stages. 
Voldo fights in his master's enormous 
library, stacked to the ceiling with old books 
and gorgeous patterned woodwork. You 
may also notice the two glass doors - it's 
possible that these may lead to another 
area if smashed through. The Soul Calibur 
series has never ventured into multi-tier 
environments before, but this could change. 


Astaroth lays claim to a tall column of rock 
surrounded by thick grass. Each tile on the 
surface is broken and raised. Newbie Talim 
fights in an amazing Egyptian throne room 
complete with coffins, statues, Egyptian wall 
paintings and hieroglyphics. Last of all is 
Kilik who fights in the middle of a ruined 
city. The wooden floor comes to life with 
luscious pine textures. 

The current line-up is starting to look 
quite healthy, and you can expect characters 
to be announced on a weekly basis from 
now on. This seems to be the way in which 
Namco unveils all of its fighters. Voldo, Kilik, 
Xianghua, Talim, Nightmare, Astaroth, 
Cassandra, Taki, Misurugi, Ivy and Yunsung 
have so far been announced. 

As you can tell, we're very excited about 
this one, and it's more than likely that a 
near-complete version of the game will be 
up and running at E3 at the end of May. 
Naturally CUBE will be there to p rr- — - -- i 
bring you every last detail. 


^RT-R-EURnCE 


■ INTERACTIVE ENVIRONMENTS 


■ ASTOUNDING GRAPHICS 


■ IT’S SOUL CALIBUR... 


■ WEAPONS BASED GAMEPLAY 


■ BRAND NEW CHARACTERS 


PERCEHTREE COmPLETE 


RELEASE DATES 


DEVELOPER 


GENRE 





































RAOe OBB-OBT 


UK LAUNCH 
UPDATE 

The day has finally - 

come! At long last you ^ 
can walk down a high 
street and be % 

bombarded by GC 
POS. It's been a long 2 
six months... 


PAOB OBO-OBI 


THE WINNING 
FORMULA 

Nintendo announces 
F-Zero AC + CC, Celda, 

Mario Party 4 and 

7080® 2. A couple of J|H 

surprises and a few 

confirmations for 

good measure. 


At last, the day has come - 
let battle commence! 


WELL, THE LAUNCH day has finally arrived 
and what a roller coaster ride it has been! By 
now you should have seen the adverts on 
television and in the cinema, and you'll have 
noticed that retail is completely behind the 
machine. There were fears that few of the 
large retail chains would be backing 
GameCube, but the truth of the matter is that 
they seem even more excited about this 
launch than the Xbox one. This could have 
something to do with the fact that Xbox didn't 
do as well as everybody thought it would and 
shops nationwide are counting on Nintendo's 
new machine to deliver the goods. There are 
problems with such widespread backing 
though and they come in the form of 
everyone doing their own GameCube leaflets 
filled with inaccurate information. 

GameCube's 12 million polys per second vs 
Xbox's 125 million!? For crying out loud, here 
we are trying to give people the facts and 
every Tom, Dick and Harry on the high street 
is telling the world something else! 

Ah well... even the misleading 
specifications haven't put the punters off. At 
the time of going to press, hardware pre¬ 
orders were looking extremely promising. 
Over 25,000 machines had been resen/ed by 
the middle of April and Nintendo UK was 
predicting over 50,000 by 3 May. This would 
imply that over 50,000 units would be 


TOTALGAMES.NET 






THE SEGA 
CONTINUES 

AM2 sets to develop I 

titles for GameCube. \ 

The developer behind ^ 

Virtue Fighter, Virtue » 

Cop and Shenmue is ^ 

working on not one 
but two games. p. 


What's new on the 
Official CUBE Web 
site, as well the latest 
release dates and the 
games that the Cube 
team are most looking 
forward to. 


CAN YOU 
HANDLE IT? 

Nintendo prepares to 
scare you witless with 
news of several 
mature-themed 
games. Who said 
Nintendo was for kids? 

























available in the UK on Day One. No 
hardware launch would be complete 
without stock shortages, and well 
before the launch retailers were 
complaining of having their orders cut 
by up to 80%. As always, Nintendo is 
keeping quiet about exactly how many 
units are arriving. 

CUBE has had trouble keeping 
up with the actual launch line-up - 
the list seems to change daily. Worms 
Blast, Spider-Man, Gauntlet, SpyHunter 
and Tetris Worlds didn't make it for 
3 May but, rest assured, they will be 
arriving shortly afterwards. 


“RETAIL IS EVEN MORE 
EXCITED ABOUT THIS 
LAUNCH THAN IT WAS 
FOR THE XBOX” 


© A rather embarassing 
moment for these guys 
then? Hey, Cube Club T- 
shirts are all the rage 
apparently. 


^ T 6 N 0 0 

GAMECUBE 


NAME: DAVID GDSEN 

PDSITIDN: MANAGING DIRECTDR DF MARKETING 
CDMPANY: NINTENDD DF EURDPE 


CUBE: Now that CameCube is plastered all over the high 
street, how are things going? 


DAVID GDSEN: We are delighted at the initial reaction to 
the Nintendo CameCube at retail and are counting down the days 
to our launch on 3 May. 


CUBE: We've seen encouraging pre-order figures in the UK. Is 
it a pan-European success story? 


DG: With three weeks to go we are already receiving similar 
encouraging pre-order reports across Europe. We are giving 
gamers a great offer and it is clear that they are responding. 


CUBE: The CameCube hype machine doesn't seem to have 
been affected by the launch of the Xbox, does it? 


DG: Nintendo focuses on gaming, not technology. We're more 
interested in what comes out of the box rather than what goes 
into it, and what does come out of Nintendo CameCube are 
excellent and creative games that cover all ages and all gaming 
genres. We are delivering 20 titles on Day One and 50 titles by 
summer, plus Nintendo CameCube will be available at a price 
we expect to be half that of other consoles on the market. 

We know this is a proven formula for success, following our 
successful launches in the US and Japan. To date, we have 
sold over 3 million units of Nintendo CameCube across the 
globe, and we are looking forward to extending this into Europe 
on May 3. 


■ It's been six months since 
CUBE launched issue 1 and 
we've been hassling the top bods 
at Nintendo day in and day out 
to get you all the latest 
information. Just because the 
machine is actually here, it 
doesn't mean that we'll ease up 
and you can be sure that CUBE 
will go all out to bring you 
exclusive news and 
interviews every month. ! 


IN THE CUBE WITH... 




DAVID 
iSEN 


The Cube Clubs appear to have 
been a raging success and so they 
should've been considering that the 
US versions earned Nintendo a 
Promotion Marketing Association 
'Gold Reggie.' What relevance does 
that have? Erm, it just means that it 
impressed a lot of important people. 
Needless to say Nintendo has done 
good, delivering everything that it 
promised to. All we need now is more 
software, and by the looks of this 
year's E3 line-up, we're going to get 
far more quality titles than ■■■11 
we can handle. 












FOX FALLS AWAY. 

The highly anticipated StarFox 
Adventures has definitely been delayed 
in the US and Japan AGAIN. No new 
release date has been given, but the 
word 'fair is being bandied about quite 
a bit. This delay shouldn't have much of 
an effect on the PAL release. 








GO-JI-RAAAHH! 

Godzilla: Destroy All Monster Melee has 
been announced for GameCube, and is set 
to be released this autumn. Over 14 
monsters and ten stages will be available. 
We'll have a full preview for you in issue 7. 


CCS GETREGGIED. 

Nintendo's Cube Clubs have officially been 
given the thumbs up by way of two 
awards. The launch promotions won the 
Promotion Marketing Association's Cold 
Reggie for Event Marketing and the Bronze 
Reggie for National Consumer Promotion. 


YOU TALKIN TAME? 

PC gangster game Mafia has been 
confirmed for GameCube and will be 
shown in an early form at E3 in May. 
Coming from GTA3 publisher Take Two, 
this should keep your violent streak 
happy for a while. 


Nintendo 
announces F- 
Zero AC and 
GC, Celda, 
Mario Party 4 
and 1080" 2 


THE FORCE CONTINUES 

Star Wars Bounty Hunter is currently in 
development at LucasArts. The game 
follows the exploits of Bobba Fett's father 
Jango in his adventures around the Star 


DO YOU EVER get that feeling that 
you're being watched very closely? It was 
only last issue that CUBE questioned 
what exactly it was that Nintendo was 
doing as far as first-party games were 
concerned. A quick glance at NCL's big 
hitters for 2002 revealed a line-up filled 
with second-party offerings such as 
StarFox Adventures, Eternal Darkness and 
Metroid Prime. No sooner had issue 5 
touched down than Nintendo made a 
whole load of surprise announcements. 

Celda (cel Zelda) will definitely be out in 
Japan before the end of the year. Zelda- 
creator Miyamoto-san had already said this 
on many occasions, but this is the first time 


that Nintendo has actually confirmed it. 

The sequel to the N64 snowboarder 1080° 
2 (temporary name) is back on track and 
will hit Japan this winter. Admittedly, this 
isn't an accurate release date but it means 
that we'll get to see it before February 
2003. Nintendo originally handed the 
1080° 2 reigns to second-party developer 
LeftField, but something went awry 
between the two companies and the NBA 
Courtside developer has now returned to 
third party status. As such 1080° 2 has 
returned to Nintendo of Japan and is now 
being worked on by Giles Goddard, the 
man who lead the original N64 team. 
Another unconfirmed rumour that has now 


CUBITES 

THE TRBTIEET mDREELB 
□F inFDRmHTon FRnm 
THE mORLD DF ninTEnDO... 




























THE AGES 

F-Zero has come a 
long way... 

NINTENDO’S FUTURISTIC HOVERCAR racer 

debuted on the Super Famicon over ten years 
ago, and was responsible for shifting millions of 
units of hardware. As the first game ever to 
utilise the machine's unique Mode 7 sprite 
scaling abilities, F-Zero boasted unparalleled 
graphics and blindingly fast gameplay. The game 
moved up to the next level on the N64 and 
sacrificed graphical flair for ridiculous speeds, 
constant 60fps and up to 40 vehicles on the 
screen at once. In Japan you could also get the 
64DD F-Zero track editor - maybe this will be a 
feature of the new games? More recently we 
have been treated to a brand-new GBA version, 
which basically imitates the SNES version's style 


WINNING 

lORMULA 




"TWO VERSIONS OF F-ZERO WILL 
AVAILABLE. BOTH WILL 
COMPATIBLE WITH EACH OTHER 
WAY OF THE MEMORY CARO 5S/1 


O0O 


liililiUHl 


been solidified is the news that Mario 
Party 4 is well underway and will be 
out in Japan in time for Christmas. MP 
1, 2 and 3 all appeared on the N64 
and sold in huge numbers. Regarded 
by many as the ultimate four-player 
party game, the series comprises an 
interactive board game where 
Nintendo characters battle it out in a 
plethora of sub-games. 

By far the biggest shock of all came 
from the news that F-Zero is in 
development by none other than 
Amusement Vision, who is a first-party 
SEGA development house. AV has 
already brought us Super Monkey Ball 
and Virtua Striker 5, so you can assume 
that F-Zero will boast some supreme 
graphics. CUBE knew that Nintendo 
and SEGA were working closely, but this 
is something else entirely. Two versions 
of F-Zero will be available. F-Zero CC 
will be the GameCube version. F-Zero 
AC will be the arcade version, running 
on TRIFORCE arcade hardware. SEGA 
will publish the AC version and 



- albeit with different tracks, vehicles and music. 


Nintendo will publish the GC offering. 
For those of you that don't know, 
TRIFORCE is a new arcade board based 
on GameCube hardware and fronted by 
SEGA, Nintendo and Namco. The two 
versions of the game will be compatible 
with each other by way of the Memory 
Card 59/251. This compatibility is a 
unique feature of the TRIFORCE 
hardware. No screenshots of either 
game have been released yet, but both 
are set to debut before the end of the 
year. You can get a rough idea of what 
to expect from HAL Lab's interpretation 
of the game, which appears on the 
intro sequence to Super Smash Bros 
Melee. Could it really 
look this good? We 
look to E3 for 
the answer... 




■ So let's just get this straight. 
There are multiple Triple-A titles 
coming from Nintendo's second 
parties. Then there is Super Mario 
Sunshine, and now we have 
these new titles to look fonward 
to. Even without third parties, 
GameCube already has by far the 
best software line-up for this year. 
Hmmm, we like that 
Nintendo difference. 
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CUBITES 

THE TRETIEET mOREELE 
□F inFDRmRTOn FREITI 
THE LUDRLD DF ninTERDD 
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GOOD MEMORY 


Nintendo has announced that it will be 

releasing another version of the Memory 

Card 59. The difference 

will be that this one will 

have 251 blocks of 

memory as opposed 

to 59. It will launch 

June for not much 


SCARY SALES 

Resident Evil has enjoyed monstrous 
sales figures in Japan. Released on 22 
March the game managed to sell 
through over 100,000 copies in just two 
days. We'd say that's pretty impressive, 
wouldn't you? 


HEADS UP BAT FANS 

After being delayed on countless 
occasions, Kemco's Batman: Dark 
Tomorrow has finally been given another 
date. The game has now changed to a 
multi-format game and will arrive in 
November. Here's the first-ever screenshot. 


GAPCOM SNEAKS IN 

Capcom Vs SNK 2 has been confirmed as 
coming out in Japan this July. Arguably the 
best 2D beat-'em-up in existence, CVS.2 
will have all-new control systems, which 
will utilise the CameCube's controller. 


SOUDASAROCK 

We kind of assumed that this would 
happen, but now it has been confirmed. 
Glasgow-based development studio Steel 
Monkeys will bring Rage's Rocky title to 
the CameCube in time for Christmas. 


THE SEGA CON 
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AM2 set to develop new 
titles for GameCube... 


'[[W/J rtAMUiicrttM (^- 
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REFUSING TO BE 

outdone by the 
incredible news that 
Amusement Vision would 
be responsible for bringing 
the classic F-Zero franchise 
onto the GC, another of 
SEGA's internal development 
teams also had a little 
something up its sleeve at 
SEGA's recent GameJam event 
in Tokyo. Al\/I2, possibly one of 
the most influential teams 
under SEGA's control, managed 
to surprise everyone with the 
announcement of not one, but 
TWO major titles coming to the 
GameCube over the course of 
the next twelve months... 
could we have asked for 
anything more? 


First on the blocks is Beach 
Spikers - a home console 
release of the arcade sports 
game that appeared in the 
summer of last year. Venturing 
out of the area of 'obvious' 
sports to base a game around. 
Beach Spikers features the 
popular adolescent sport of 
women's volleyball... growl. 
Yes, now you too will be able 
to marvel as pairs of scantly 
clad ladles hop around the 
sand in nothing but tight lycra 
shorts and a sports bra - oh, 
and there's a damn fine game 
in there to boot. So far, AM2 
has confirmed a wealth of 
added features for the home 
version, including a Virtua 
Tenn/s-style World Circuit 


































mode, the opportunity to 
create your own player and the 
usual mix of multiplayer and 
tournament modes. Beach 
Spikers looks set for a release 
in Japan this summer. 

Of course, that wasn't 
everything that Yu Suzuki 
(head of Al\/12) had to tell us 
during the announcement... 
there was also the tiny matter 
of the Virtua Fighter series 
coming to the GameCube! 
Although he revealed very little 
about the new title, we can 
confirm that it's being 
developed in time for the 10th 
anniversary of the series in 
2003 and is currently entitled 
(deep breath) 'Virtua Fighter 
10th Anniversary Special 


Project'... gasp. What's more, 
we can finally lay to rest 
rumours of this title being a 
Virtua Fighter Kids-st/\e game; 
instead, the emphasis will be 
on action adventure, with a 
deep storyline running 
throughout and could even be 
an RPG, if Suzuki-san's 
comments are to believed. 

Exciting news, eh? We knew 
that SEGA hadn't given up on 
the GameCube (as many 
people on our Forum had 
thought... shame on you!) 
and this is proof that the best 
is yet to come. Needless to 
say, we'll be first on the scene 
for all the new information 
on both games when 
it breaks... 







■ SEGA's development teams 
really seem to be stepping it up 
a notch when it comes to 
GameCube titles - first F-Zero, 
now this. The announcement of 
Beach Spikers is certainly a 
welcome boost, as it follows 
heavily in the vein of the 
splendid Virtua Tennis series; 
what is really interesting 
though is the Virtua Fighter 
RPG. We heard a rumour 
about AM2 developing 
GameCube titles over a year 
ago, so theoretically they could 
have been working on it for 
absolutely ages. We'll patiently 
hold our breath 
in anticipation.. . 
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HISTORICALLY 



If you're not totally up on why it's such a great thing that AMZ is developing for 
the GameCube, you only have to look at its history to see what kind of pedigree 
the development house has. Some of the greatest SEGA franchises have come out 
of AM2... 


© VIRTUA 
FIGHTER 

The game that kicked off the 
whole 3D beat-'em-up genre soon 
blossomed into a successful 
franchise for Yu Suzuki and the 
AM2 team. Featuring a ton of 
unique characters and a distinctive 
'strategy-over-button-bashing' 
attitude, the Virtua Fighter series 
still remains one of the purest 
examples of videogame pugilism 
to date. 


© VIRTUA COP 

We must have spent a fortune on the arcade version of this when we were 
younger - it was so playable and totally revolutionised the lightgun game forever. 
Virtua Cop was fast, frantic and more fun than you could shake a stick at... and 
the sequel was just as good, if not better. We're sure we remember some bloke on 
GamesMaster playing it... 


© SHENMUE 

When the rumours about a Virtua Fighter RPC surfaced ages ago, we were all 
intrigued - that rumour then turned out to be what became known as Shenmue 
on the Dreamcast. Part wandering adventure, part action fighter, Shenmue was 
considered a game of epic proportions... so it's a damn shame that the sequel is 
coming to the Xbox. D'oh! 
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Whaf s new on 
the online version 
of CUBE? 

THE FORUMS JUST keep on growing 

and growing. Cube.totalgames.net is the 
place to be if you are into all of the 
latest GameCube software and news 
and want to chat with people who think 
the way you do. 
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News 
Features 
Release List 
Reviews 
Previews 


TAKE A TENTATIVE peek into the CUBE forum and you 
may never leave again... the discussion is intense. From 
arguments about Rare's future, to polls about which 
GameCube colour is the forum favourite, the topics range 
from the interesting and informative to the plain bizarre. 
Remember to join in though - everybody is welcome! 
There is sure to be a topic that takes your fancy, and if not 
you can always create your own - and with the UK 
launch finally upon us there are certainly some exciting 
developments on the GameCube front to chat about; 
What games will you be getting? What upcoming games 
can't you wait for? What do you hope gets created for the 
GameCube? Thoughts on Biohazard - was it better than 
you expected or were you disappointed? SEGA creating 


Gallery 

Tips 

Competitions 

Charts 

Forum 




the next instalment of the beloved F-Zero series - do you 
trust the makers of Daytona or do you have reservations 
about SEGA stepping on Nintendo's hallowed turf? Come, 
share your opinions, and experiences, you never know 
who you might meet. 

Keep in mind that CUBE is written for you, so no 
comment, complaint or idea will go unheeded by us, 
and your input is always appreciated. We always spend 
time trying to get closer to our readers to ensure that 
CUBE remains the UK's favourite GameCube 
magazine. So grab a cuppa, pull up your chair and chat 
with a whole new world of like-minded gamers - who 
knows, you may even find your views influencing, or 
being included in the mag! 
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F-Zero takes the top spot after the recent announcements, and Resident Evil fever has hit the offices. 
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THE UK'S BEST 



Luigi's Mansion 

WaveRace: Blue Storm 

Rogue Leader 

Burnout 

Dave Mirra 

Crazy Taxi 

Super Monkey Ball 

Sonic Adventure 2 

ISS2 

ESPN Winter Sports 
Tarzan Untamed 
Batman Vengeance 
Donald Duck 
Tony Hawk's 3 
NHL Hitz 20-02 
Universal Studios 
2002 FIFA World Cup 
Cel Damage 
SpyHunter 
Super Smash Bros 
NBA Courtside 2002 
Legends of Wrestling 
Gauntlet Dark Legacy 
Batman: Dark Tomorrow 
Rune 

Batman; Dark Tomorrow 
Flippin' Kirby 
Bomberman Generations 
Spiderman 

Virtua Striker 3 ver.2002 

Spiderman 

Pikmin 

SSX Tricky 

Eternal Darkness: Sanity's Requiem 

WaveBird Controller 

WWF Wrestlemania X8 

Tetris Worlds 

Mario Sunshine 

Lost Kingdoms (Rune) 

Super Mario Sunshine 
Vexx 

Race of Champions 
Galleon; Islands of Mystery 
Die Hard 

Gold Star Mountain 

Turok Evolution 

StarFox Adventures 

Harry Potter: Chamber Of Secrets 

The Legend Of Zelda 

Metroid Prime 


PUBUSHER 

GENRE 

RELEASE DATE 

Nintendo 

Adventure 

3 May 

Nintendo 

Racing 

3 May 

Nintendo 

Shoot-'Em-Up 

3 May 

Acclaim 

Racing 

3 May 

Acclaim 

Sports 

3 May 

Acclaim 

Racing 

3 May 

Sega 

Puzzle 

3 May 

Sega 

Adventure 

3 May 

Konami 

Sports 

3 May 

Konami 

Sports 

3 May 

Ubi Soft 

Adventure 

3 May 

Ubi Soft 

Adventure 

3 May 

Ubi Soft 

Adventure 

3 May 

Activision 

Sports 

3 May 

Midway 

Sports 

3 May 

Kemco 

Adventure 

3 May 

EA 

Sports 

3 May 

EA 

Racing 

10 May 

Midway 

Action 

17 May 

Nintendo 

Fighting 

24 May 

Nintendo 

Sports 

24 May 

Acclaim 

Sports 

28 May 

Midway 

Adventure 

28 May 

Kemco 

Adventure 

May 

From Software 

Adventure 

May 

Kemco 

Platform 

May 

Nintendo 

Platform 

May 

Hudson 

Adventure 

May 

Activision 

Platform 

May 

SEGA 

Sports 

21 May 

Activision 

Adventure 

7 June 

Nintendo 

Fighting 

14 June 

EA 

Racing 

14 June 

Nintendo 

Adventure 

24 June 

Nintendo 

Accessory 

24 June 

THQ 

Sports 

17 July 

THQ 

Puzzle 

19 July 

Nintendo 

Adventure 

19 July 

Activision 

RPG 

July 

Nintendo 

Platform 

26 August 

Acclaim 

Adventure 

September 

Activision 

Racing 

September 

Interplay 

Adventure 

September 

Vivendi Uni 

Shoot-'Em-Up 

September 

From Software 

Adventure 

September 

Acclaim 

Shoot-'Em-Up 

September 

Nintendo 

Adventure 

September 

EA 

Platform 

15 November 

Nintendo 

Adventure 

December 

Nintendo 

Shoot-'Em-Up 

Xmas '02 


















MOST WANTED 





F-ZERO 

With the news that SEGA is to be 
developing this title, our excitement 
levels have just got a whole lot higher. 
If its previous work is anything to go 
by, expect super-smooth frame rates. 


MARIO SUNSHINE 

This won't be out of the most wanted 
list until it's released! Sure to be nothing 
short of sublime, you can't call yourself 
a gamer if the prospect of playing this 
isn't making you howl with glee. 


RESIDENT EVIL 0 

The remake caused Martin to disappear 
for an entire weekend, and since 
returning he's not been quite the 
''same... just mentioning of the game is 
enough to make him shiver. 































































IN THE CUBE WITH... 


DENIS DYACK 


NAME: DENIS DYACK 
PDSITIDN: PRESIDENT 
CDMPANY: SILICDN KNIGHTS 


CUBE: Is it right that some of your 
employees have come from the film 
industry? 


DEIMIS DYACK: Silicon Knights is 
trying to adopt traditional forms of media, 
and that does mean studying film, and it 
does mean reading a lot of books. We're 
trying to incorporate those linear forms 
into non-linear forms like computer games. 

We have dynamic cameras, we have 
things that change depending on what the 
person does. If you look at ED, the 
graphics will grab you, and the controls 
hopefully make it very easy for you to sit 
down and go "this is easy to play". 

Beyond that, we've got this incredibly 
detailed, arcing story line, and people will 
realise that there is more to this game 
than meets the eye and they'll really want 
to find out what's going on here. I'm a big 
fan of movies such as The Usual Suspects, 
where content really plays over flash, 
special effects. That's the kind of target 
that we're going for. We're going to fool 
people, because what you see is not 
actually what's there. There's much, much, 
much more. 

When the game launches we think that 
it's going to appeal to adults. People will 
say: "this is a mature game, but it's not 
because of the violence at all." Actually, the 
violence is minimal, but it is possible that 
we might get a Jeen rating (15) on ED. We 
don't even care. We're bringing mature 
contents to the table, and we want people 
to think about things. We want people to 
think about evil - we have historically 
accurate periods, we go to times of the 
inquisition. We've researched this a lot, 
and we want that to show. 

So yes, we do study film, but we're 
adapting it to our own medium. 


CUBE: Are there any features, which 
couldn't go in the N64 version due to 
hardware limitations, which you've now 
been able to put in? 


DO: Oh absolutely. The true vision of 
the game can now come through. With 
the N64 version we were getting frame 
rates of between 25-30fps (frames 
per second). 


CUBE: For the N64, that's a great 
achievement though. 

DO: Sure, for the N64 running in high- 
resolution, that was great. With the 
GameCube, we're running at 60fps in 24- 
bit colour. Load times are actually faster 
on the GameCube than they were on the 
N64 (!) We found that when we were play 
testing it we had to put an eighth-of-a- 
second delay in - because when the 
rooms switched so fast, they were 
cognitively shocked by the change. So we 
put a sound effect in, and a nice fade-in 
and said okay, this is better. People get 
too disorientated when you switch too 
fast. Ironically, the loading on the N64 is 
slower, despite the different medium. We 
use a lot of techniques to make sure that 
people never see loading times. 

The number of polygons on the 
character models are now what we used 
to use for an entire render on the N64. 
Gameplay is pretty much the same, which 
is timeless in my opinion. The story didn't 
change at all. We can have more enemies 
on screen if we want to - by the time we 
get done with the optimising, we estimate 
that we will be able to get up to 15-20 
enemies on-screen without dropping 
below 60fps. 

GameCube is a hot machine. 
GameCube is incredible. 





Nintendo prepares to 
scare you witless... 

FOR YEARS NINTENDO has been seen as a 

kids' console manufacturer, and you can't blame 
Joe Average for thinking that, after all Nintendo 
itself has often said that its machines are toys 
aimed at children and the family environment. 
With the advent of GameCube (and probably due 
to the enormous success of PSone) Nintendo has 
seen the light and finally accepted that there is a 
huge audience for the more adult-orientated game 
genres. Results of this new-found awareness have 
already made themselves apparent, eg the Resident Evil 
series exclusivity, but more importantly in Nintendo's 
acquisition of developers known for their mature 
games. Silicon Knights became a second party 
developer specifically to work on the 
psychological horror Eternal Darkness and with 
Too Human coming in late 2003, the Canadian 
outfit look set to keep the content coming. 
Retro Studios is another example of Nintendo 
investing specifically with mature games in 
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«IT*S GOING 
AtbULTS. PEdPLG WILL SAY^ 
‘THIS IS A MATURE GAME, BUT 
IT’S NOT BECAUSE OF TH^ 
VIOLENCE AT ALL.’ ACTUALLY. 
THE VIOLENCE IS MINIMAL" 
DSIS DYACK-PREIDENr, SlUCON KNIGMS 


mind (Metroid Prime). This public acknowledgement of a 
change in the market has led to other developers and 
publishers changing their views of Nintendo. Already there are 
several mature, third-party offerings in the wings, such as 
Nightmare Creatures J, Blood Rayne, Medal Of Honor and PC 
port Mafia. After the success of Resident Evil and Eternal 
Darkness even more publishers will jump on board and, 
believe us. Eternal Darkness will be a huge success. The new 
screens from Nintendo are extremely inripressive and to 
compliment them here's a quick update on the game that will 
drive you mad. 

We've been going on about this title for months and finally 
it looks like the game is approaching the home stretch. 

Giving a whole new meaning to the term 'mature,' Eternal 
Darkness immerses you into a gaming environment where 
your entire perception of the world around you is 
questioned. After learning of her grandfather's mysterious 
death Alexandria Rovias travels to Rhode Island, but upon 
investigation she finds something truly horrifying. The true 
nature of the Earth's history is darker than anything you 
could ever imagine, and by experiencing 12 other characters' 
stories over a period of 2,000 years, Alex will learn to put her 
recent loss into perspective. 

Every one of these individual experiences is like a game in 
itself, making for an adventure of epic proportions. Hundreds 
of man-hours of research have gone into getting the settings, 
weapons, mannerisms, beliefs and languages for each period 


in time just right. This precision is shown off by a superb 
graphics engine and an impressive sound library. At the 
absolute minimum, ED boasts bump-mapping, radiosity 
lightmaps, ray-traced lightmaps, volumetric fogging, 24-bit 
colour and 640x480 resolution running at 60 frames per 
second. This results in incredibly realistic and atmospheric 
environments. What's most impressive is that, unlike Resident 
Evil, everything is modelled in full 3D - meaning that the 
environments are fully interactive. Animation has also been 
taken to the next level with character reactions working in 
real-time. Alex's eyes and head will follow an enemy, 
regardless of what direction she is facing in. Then there's the 
sound. Incredibly professional, multi-lingual voiceovers fill the 
game and will send chills down your spine. 

It seems quite ironic that the machine accused of looking 







GAMECUBE NEWS 


FINAL 

THOUGHT... 

RAREDOESA'SQUARESOFT’? 

At CUBE we've 
been sorely tempted 
to ignore the whole 
'Rare leaving Nintendo' 
situation, but the 
rumours are getting 
more intense as the 
months go on. Here's what we think. 

Years ago Nintendo acquired a 49% 
stake in UK developer Rare. They went 
on to develop huge hits such as Killer 
Instinct, Donkey Kong Country, Banjo 
Kazooie, ColdenEye, Blast Corps, 
Conker's Bad Fur Day and Perfect 
Dark. It is currently working on Sabre 
Wulf (GBA) and GameCube titles 
StarFox Adventures, Donkey Kong 
Racing, Kameo and Perfect Dark 0. 
Lefs face it - Rare got Nintendo 
through the N64 days and with SEA it 
will offer possibly the best game on 
the system to date. Nintendo knows 
this and the rumours that it is 'letting 
Rare go' verge on the ridiculous. 
Nintendo won't let it slip away, but if 
Rare wants to go then that's a 
different matter. In theory the Stamper 
brothers (Rare founders) could buy 
back the 49% share. There are also 
rumours that Nintendo will buy out 
Rare and the Stampers will leave. To 
be honest, there are lots of rumours 
and no facts. Whatever the case, 
something is happening between Rare 
and Nintendo, but no-one knows 
what. Neither company is saying 
anything, but it's unlikely that the 
rumours have stemmed from nothing. 

The facts are: StarFox Adventures, 
Donkey Kong Racing and Perfect Dark 
0 will come to GameCube whatever 
happens between the two companies. 
As for the rest of it, we'll all know 
what's going on when the lid is lifted 
at this year's E3 show ^ 
in May. / \ 
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"IF YOU CAN ONLY 
AFFORD ONE GAME 
THIS IS THE ONE 
TO GET HOLD OF!*' 
9,2/10 • CUBE 
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■ During post production of 72 James 
Cameron pursued a personal interest in 
bringing the character to the big screen, with 
the main roles being offered to the likes of 
Keanu Reeves, Nicholas Cage and even Jack 
Nicholson. Unfortunately, due to masses of 
legal red tape the film never took off until 
Sam Raimi took over the reins. Let's hope the 
saying 'Good things come to those who waif 
applies with both the game and the film. 
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SPIDER-MAN: THE MOVIE 


TREYARCH 

ACTIVISION 

US 

PLATFORM 

1 


PERCEnTHEE EEmPLETE 

RELEASE DATES 


The Spidey Sense Is A-Tinghng... 

SPIDER-MAN: 

1HE MOUIE 


Surely a robotic spider would be Spider 
Man's friend? I don't get it... 


Spider-Man: The Movie is due to 
explode onto the Cube. Will we 
succumb to its glossy web? 


EVER FANCIED CLIMBING vertically up a massive wall 
hundreds of feet high, leaping off and then swinging 
indifferently amongst the heavens as you reach even further 
from safety to another erection of brick and mortar? Well, 
we certainly have and this is one fanciful daydream that we 
are anxiously waiting to embrace. Treyarch, the company 
responsible for the success of the licence so far, is kindly 
giving us the ability to indulge in this atmospheric intensity 
by bringing the videogame version of this summer's 
blockbuster movie to our favourite console. 

From what we've seen of this energetic foray so far, it is 
looking very special indeed. One of the levels we've seen in 
action features a chase through the city where Spidey has to 


pursue the Green Goblin. This is visually stunning, coupled 
with clean texture work and an intense polygon structure; the 
imagery almost overwhelms. Pedestrians and cars move 
unaware of the struggle above and the draw distance isn't 
defaced by unnecessary fog. Being massive fans of Peter Parker 
and his efficacious spider strengths, we wait in excitable 
anticipation for its release In May. Until then, to satiate your 
enthusiasm, here are some screenshots and stills from the 
motion picture, which stars the superb Willem Dafoe, who 
assumes the role of the Green Goblin. At present, the game 
really looks the part - and if the gameplay can match the 
sheer quality of the eye candy that has been oozing 
from our screens for some time, we'll be happy. CUBE 


“ONE OF THE LEVELS FEATURES AN 
ACTION-PACKEO CHASE THROUGH 
THE CITY WHERE YOU PURSUE 

AIM INTRICATE THE GREEN GOBLIN” 

WEB! 









turned,.. 


© Whoever heard of a worm travelling 
the seven seas? Nonsense I tell you. 






© The second the screens open you can blast your I 
opponent with bullets, acid ram and... octopuses. ! 


PUBLISHER: UBI SOR 








DID MDU HnDUJ... THE LPREEBT lUDRm EUER FOUDD mERBURED EE-FEET LDDB! 


The worm has 




PLAYERS: 


PERCEHTREE EDmPLETE 


DO SB SO "5 xna 

^RT-R-ELRnCE 
I FIRST GAMECUBE PUZZLER 


FRANTIC MULTIPLAYER ACTION 


MULTIPLE GAME MODES 


WORMS IN BOATS! 


■ WEAPONS GALORE 

RELEASE DATES 


WORMS BUST 

Worms... in boats... with weapons. It's at times like this that you know 
the world is in perilous danger. 


ONE GENRE THAT won't be covered for the European launch 
is the puzzle game, but that's where Worms Blast comes in. 
Just four weeks after the launch day the next episode in the 
worming saga will hit the shelves, bringing with it the usual 
gameplay values associated with the Worms franchise. 

Worms Blast takes on the form of a Bubble 8obb/e-style 
game. Faced with a screen full of different coloured blocks, 
your character must fire coloured bullets at the blocks to 
remove them. Firing a red bullet at a red block will remove 
that block and other red blocks attached to it. Firing a red 
bullet at a blue block will turn that block red, as well as any 

adjacent blocks. If you 
remove a block, 
which is holding up 
other blocks, these 
blocks will fall 
down. The colour of 
the bullets is random 
and shooting an 
unwanted bullet off the 
screen will result in a 
heavy item (such as a 
fridge or a safe) falling on 
your head. Each character has an energy bar and 
knocks to the head will lower this bar. An 
empty bar means the loss of one life. 


For the most part. Worms Blast is a multiplayer game, 
played either against the computer or a friend. In these 
modes the game is split vertically with a piece of wood, 
which occasionally slides open. You have to remove the 
blocks (as normal), but once the dividing wooden bit is open 
you can fire bullets at your opponent. Alternatively, you can 
use your weapons, which are collected by opening crates on 
the screen. 

There is also a decent one-player mode available, which 
takes on a slightly different format to the multiplayer modes. 
Instead of simply going up against an opponent you must 
travel the Worms Blast globe, completing various tasks such as 
timed challenges, boss fights and accuracy tests. 

Expect Worms Blast to provide everything you've ever 
wanted from a puzzle game when it launches at the 
end off the month. 
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CHARACTER 
BUILDING 


THOSE CRAZY CRITTERS; 

All of the characters have been taken from the 
Team 17 backlog, but not all of them are Worms 
related. As well as several Worms characters 
there are pigeons, angry moles, old women and 
even a cameo appearance from Super Frog! Each 
character has their own taunts, trademark 
phrases and stats, but it basically boils down to 
strength and speed. Certain characters simply 
won't be able to complete some of the 
Adventure mode challenges, but that will be a 
matter of trial and error. 
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TARGET PRACTICE 


i HUGE METEC» AT S O^C 

The multiplayer mode is where the fun really begins, and with it come a whole 
host of offensive and defensive items. By collecting the crates, which are locked 
within the block formations, you can pick up power-ups and select them for a 
limited time. Defensive items include Health-Ups, Shields, Fans and Speed-Ups. 
Offensive items are far more aggressive, as you might imagine. The Sea 
Monster sends an octopus to eat your opponent. Alternatively, you could send 
over a school of Pirahna, a Meteor Shower or Acid Rain. Other weapons such 
as the Laser Blast are less direct but allow you to cut down entire sections of 
the block wall. 


THINKS... 


FIRST imPRESSinn 


■ Being the only multiplayer 
puzzler on the market (no-one 
seems to know what has 
happened to Tetris Worlds) will 
definitely help Worms Blast, but 
from the looks of things it will 
hold itself up there with the 
best of the best. Don't let the 
pastel-coloured graphics 
deceive you - WB will have you 
hooked and it's one of those 
games that you won't want to 
stop playing in 
multiplayer mode. 
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EXPECT WORMS 


‘EVERYTHING YOU’VE 
EVER WANTEO FROM 
A PUZZLE GAME” 


® A game of Worms Blast can be turned 
around in seconds. Be on your guardl 
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ACCLAIM 1 


ACCLAIM STUDIOS AUSTIN 


OS 

“kTf!; 

FIRST PERSON SHOOTER 

1-4 


□ ID VGU Hnouj... THRT RLL DIRGERURB URLHED GR THEIR TGEB. 


DINO-NET 

If you simply cannot wait for the raft 
of exclusive info and interviews to be 
found in CUBE over the coming 
months, you could do a lot worse 
than checking Acclaim's newly 
launched Turok Evolution Web site 
(www.turok.com/evolution). There 
you'll find loads of images, info and 
even movies about the game. 


"THERE'S 
LITTLE DOUBT 
THAT TUROK 
EVOLUTION 
WILL BE ONE 
OF THE MOST 
IMPORTANT 
GAMECUBE 
RELEASES OF 
THE YEAR” 


THERE ARE FEW first-person shooters 
that evoke as much excitement as the 
Turok series. Though it is arguable 
that on the N64 the games were a 
little hit and miss, no-one could fail 
to be impressed by the original as it 
ably demonstrated the sheer grunt of 
the N64 whilst also championing 
more adult-orientated gaming on the 
64-bit wonder. 

Five years on and the prequel is 
looking to do very much the same on 
the GameCube and though Acclaim is 


inFDRmRTinn 


TUROK EVOLUTION 


The shooter with added bite! 


TUROK EVOLUnON 


Development of Acdaim's dino-blaster 
continues apace and, as these screenshots 
show, it's going to be a monster! 


remaining pretty precious (and with 
good reason) about the latest 
adventures of the Fireseed clan, every 
time a new piece of information is 
gleaned from them is cause for some 
celebration. This month we present to 
you these breathtaking shots with the 
promise that we'll bring you some 
exclusive new info and a massive In- 
depth when Acclaim finally lets us 
play it, which - we have been assured 
- will be very soon. It really 
will be worth the wait... 


CUBE 
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SEGA shoots... and 
it scores with a 
blinding new take on 
the football genre! 
Will sports games 
ever be the same? 


WHILE MOST DEVELOPMENT companies are 
happy making simple announcements about their 
games, some choose to taunt and tease us. Take 
SEGA, for example - instead of coming out and 
telling everyone about its next GameCube title, it 
chooses to drip feed artwork on the unsuspecting 
press. The result? A bunch of hardened gaming 
hacks all desperately scratching their heads, trying to 
work out what SEGA had bubbling away in secret. 


What could it be... a wrestling game? 
Certainly the picture of a hulking Mexican 
grappler seemed to suggest so. Then there 
was a robotic girl and finally a strange 
Dhalsim-esque voodoo bloke... at which 
point, we gave up trying to work out what 
on earth it could be, for fear of going mad. 

Of course, that was several months ago 
and now we're all fully aware that the 
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-STYLE SOCCER GAME WITH THE 
FIRMLY ON ACTION ANO VIOLENCE. 
OF THE GAME ARE SPOT-ON TOO” 




FRPm THE mHHERS DF... 


RHP THE ERDIUD EDES LUILD. 


PLRV THREE RT R TIRE 


TRLH RBPUT EPIRE TURBP. 


NBA SKB 

■ On the way to the GC 
from SEGA is this - it sticks 
to realism over arcade 
madness but we think it 
might still be nice... 


■ Whereas most sports games only offer 
a generic 'cardboard cut-out' crowd to 
watch the proceedings, all of the 
spectators in Soccer Slam are totally 
complete polygon models. Whoever said 
the CameCube wasn't powerful was 
obviously damn wrong! 


■ The three-on-three system used by 
SEGA Soccer Slam means that you can 
have all manner of combinadons when 
playing with your friends - whether it's 
three players on one team or an even 
split between both teams, you're 
guaranteed a good dmel 


m Hit the L Trigger when you've got a few 
points on your power meter and the 
player you’re currently controlling will go 
turbo - effectively becoming super 
powerful and fast, while covering 
themselves in a fancy light It's the best 
way of getting an easy goal... 














game SEGA, Visual Concepts and Black Box Games 
(the folks behind NHL Hitz 20-02) were cooking 
up was SEGA Soccer Slam. Taking the popular 
sport of football as a base point and then throwing 
in elements from other sports - such as the 
violence of ice hockey and the showmanship of 
wrestling - SEGA has managed to come up with 
what could possibly be one of our favourite sports 
games on the GameCube so far. While Virtua 


Striker 3 could be called an arcade-style soccer 
game, SEGA Soccer Slam really IS an arcade-style 
soccer game with the emphasis firmly on action 
and violence rather than the perfect physics of the 
sport... even though the physics in the game are 
spot-on too. 

In fact, everything about the game oozes quality - 
from the wonderful animation on each of the 
characters (of which there are 18 to play with) and 


commentary that covers each match to the stylish 
replays and, of course, the fancy lightshow that 
accompanies the more impressive shots on goal. It's 
usual for SEGA to polish every game it publishes 
before releasing it onto the shelves, but SEGA Soccer 
Slam seems have received more polishing than most 
- a fact that shows in the quality of the final product. 
If only everyone else would pay attention to SEGA's 
shining example... 














r>K| winning maicnes is me 
\}ykey to climbing the 
league - plus you get a great 
celebration from the team! 


AUKIUER, 
NO nii£R 


■ it POUND THE BALL HOME! 

f 1 ^jjit Obviously, the idea of any football-based 
^ J game is to place the ball in the back of the 

* Wm net - after all, thafs what football is all about. 

^ Iv With this being a slightly twisted videogame 

J j* though, ifs not just a matter of kicking the ball 

* and hoping that it slips past the goalie; if you want 
^ to storm ahead of your opponent, you'll need 
something a bit more powerful than a simple toe 
punt. Thankfully though, SECA Soccer Slam provides 
you with the perfect chance to hammer the ball 
home while looking suitably flashy and special at the 
same time. It's all about mastering the Killer Kicks 
and Spotlight Shots... 

While you can take powerful shots at goal by 
holding down the B Button or powering up your 
character with the L Trigger, the best way to take a 
shot is by performing a Killer Kick. By pulling off 
combos of passing, 'dekeing' and basic shooting, you 
can build up your power bar - when ifs full, you can blast 
the ball into the air for a Killer Kick. Simply moving one of 
your players into the shooting zone and hitting the B Button 
initiates the Killer Kick; the whole game slows down in a 
Matrix 'Bullet-Time' style and you have a few seconds to 
pick your target before slamming the ball into the net. The 
same goes for Spotlight Shots, which are somewhat rarer - 
when a spotlight appears, you have to move the player with 
the ball into the zone before taking the shot. Impressive, eh? 


CONTINUED 


Those of you that 
know us best will 
understand what it is we like when it 
comes to sports games. While 
technical flair and realism is to be 
commended, we're fully of the belief 
that games are meant to be games - 
if you want to play realistic football, 
go outside and kick one about rather 
than doing it virtually. That's why 
we're pleased that SEGA Soccer 
Slam goes down the 'fun over 
realism' route, taking such a well¬ 
loved (and yet too often done) 
concept such as football and 
morphing it into a non-stop roller 
coaster ride of thrills, spills and 
violence. Hey, if you can't do it in a 
videogame... well, when can you? 


In the same way that NHL Hitz 20-02 
(which comes from some of the same 
people that SEGA Soccer Slam does) 
and NBA Street boiled down their 
relevant sports until only the hardcore 
basis remained, SEGA Soccer Slam 
takes football into a whole new 
dimension. By simplifying the sport, it's 
been made so much more fun - there 
are no rules or regulations to get in the 
way of the action, each team only has 
three players on it to keep things 
moving and there's more than one way 
to get the ball in the back of the net. 

Put simply, the only things that SEGA 
Soccer Slam has in common with 
football are the basics; a ball, two goals 
and a bunch of people fighting for 
control of all three. 














"BY SIMPLIFYING THE 
MUCH MORE FUN. 
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NOVA 

CFROM 


KAIMANI 
CFROM SPIRIT] 


OANTE 

CFROM VOLTA) 


HALF-PINT 
CFROM SUB ZERO! 


Well, he's British and wears hob-nailed boots so that's a good 
start. With his punk haircut, violent attitude and love of his mum 
though, there's no doubt he's our star player. 


The six teams has three distinct players, each with their own 
personality and characteristics. With that said, we'd like to present 
you with our top five players in SECA Soccer Slam - maestro, 
the Alan 'Fluff' Freeman music 


When we first saw this guy, we thought SEGA was making a 
wrestling game - he's big, mean and has muscles where most 
people don't even think of flexing. 

■ AT NUMBER FOUR... 


A man after our own Chandra's heart... he loves himself and 
spends as much time touching his hair as he does putting the ball 
in the back of the net. Ah, God bless him. 

■ AND AT NUMBER ONE... 


Now that's a turn up for the books - a techno geek with sporting 
ability. Mind you, we doubt anyone will try to avoid hitting him just 
because he's wearing glasses... 

■ AT NUMBER THREE... 


As happy out on the water as he is out on the pitch, Kaimani has 
the ability to 'see' into the future with the help of his spirit guide. 
Of course, he usually sees himself scoring... 

■ AT NUMBER TWO... 


In typical SEGA style though, SEGA 
Soccer Slam has that hook that 
means you can pick it up and play it 
for a few minutes or several hours 
without getting bored - the different 
modes of gameplay manage to offer 
enough variety to fulfil whatever 
you're looking for. Want a quick blast 
around the pitch? Then try an 
Exhibition match. Fancy something a 
bit more substantial? Well, there's 
always the Quest mode, which can 
be compared to the World Circuit 
mode of Virtua Tennis 2 on the 
Dreamcast - several matches, 
interspersed with challenges and 
special All-Star games to break up 
the action. Believe us, there's plenty 
to be getting on with here... 











THE CLOTHES MAKE THE MAN 

As you make your way through the Quest mode to win 
the Continental Cup, you'll earn cash from every game 
that you win (as well as from the various mini-games 
that appear during the first half of the league). While it's 
always nice to have a bit of spare dough in your back 
pocket, there's really only one thing to do with it in 
Soccer Slam - spend, spend, spend! Head for the 
Soccer Shop and check out the goodies on offer for you 
to buy... they differ depending on the team you're 
using and each relate to an individual member of the 
squad. When you've got enough money together, you 
can purchase the item of your 
choice - not only will it boost 
the abilities of the player it 
relates to, but they'll also 

wear it with pride! Shin ^ j 

pads, helmets, medals, jjjr \ ^ J 

voodoo masks and all kinds 

of other crazy things are ( ? % 

there for you to buy, so 

make sure you pick up L# 

as many of them as ^ | ■ 

you can! k 


IN THE CUBE WITH 


EDOARDO 

DEMARnN 


PRODUCER, BLACK BOX GAMES 


CUBE: How was the work on SEGA Soccer 

Slam divided between yourselves and Visual ^ 

Concepts? 

EDOARDO DE MARTIN: In a ^ 

nutshell. Visual Concepts and SEGA take care of 
the marketing and selling of the game while we 
are solely responsible for the building of the - 

game, although Visual Concepts was ^ ; 

instrumental in shaping the vision of the game. -v :% ; . • 

We took that vision and basically designed and 

built the game from the ground up. Throughout EDM: Certainly, there is a great deal of 
the process of building the game, we pressure; SEGA and Visual Concepts have 

communicated regularly with Visual Concepts, extremely high standards and an endless list of 

discussing the game's direction. We also worked successful games under their belts. It has always 

together with Visual Concepts in testing the been our mandate at Black Box Games to be a 

game during the approval process. company known for building great games, so we 

are not strangers to this type of pressure... in 
CUBE: Where did you get your inspirations and fact, we welcome it. 
ideas for the different characters in the game? Also, 
who's your favourite character and why? 

EDM: The ideas for the characters came from 
the team. We went through quite a few meetings 
to flesh out the characters, then handed off those 
ideas to our writing team who developed them 
even further. Once we had the concept for each 
one, we developed the 2D art and this sen/es as 
the inspiration for the modelling, texturing and 
facial and game animation. There really was no 
one single point of inspiration, but rather a 
culmination of ideas that have resulted in what 
you see today. My favourite character has to be 
Angus... I love the way he runs! 


CUBE: Is there any truth to the rumour that 
SEGA Soccer Slam is going to be a cross-platform 
game and, if so, will the GameCube version remain 
the definitive version or are you planning to make 
improvements for other versions? 

EDM: In this industry, anything can ^ 

happen. We definitely want to improve jjU 
what we have, so we are always looking j^B 
for opportunities to do that. ^^B 


CUBE: This is the second game m 
that Black Box Games has developed I 
for the GameCube (with the first 
being NHL Hitz 20-02). From a ^ 

development point of view, what do vB 
you think of the GameCube? ^ 

EDM: We really enjoyed developing 
on this platform. As you can see with SEGA 
Soccer Slam, we were really able to push 
the limits of the system so that we could 
balance great artwork and a solid frame 
rate. 


CUBE: Some people have been a bit critical 
about the various stereotypes portrayed in SEGA 
Soccer Slam (even though we think there's 
nothing wrong with poking a bit of fun) - what 
do you have to say to these cynics? 

EDM: We have not heard any negative 
feedback regarding these stereotypes, so that's 
news to me. All we were trying to create were 
fun and memorable characters... it's all pretty 
innocent. Being Italian/Canadian, my family and I 
really enjoy watching Dante's goal celebration in 
the game... it's all fun! 


CUBE: You're obviously on a roll... what's 
next on the cards for the GameCube from Black 
Box Games? 

EDM: I am not at liberty to say! However, I 
will say to stay tuned for another Black Box 
Games title on the GameCube later this year. 


CUBE: With SEGA's reputation for great 
games being so huge, you must have been under 
a lot of pressure to come up with something 
special. What was that like to deal with? 














A CODE A 
DAY... 


CHEnT LIRE H^DU fTIEHn IT ! 


■ yva pardicse the concept art for 
each team from the Soccer Shop, you'll 
find a nenv cheat v^ntten on the bottom - 
use these to change the styie of the bat!, 
acbvate Big Head mode or turn the 
whole game bkxk and whtBel 


■ SEGA has a reputation for 
coming up with the goods and, 
not surprisingly, Soccer Slam is 
no different - once again we're 
treated to a game packed full of 
action, characters and all those 
other magical touches that make 
SEGA games so special. We love 
this one... when it hits PAL 
shores, you're going to hh||| 
love it too. 


LET’S SEE THRT SHE RERIH... 


■ Because the goafs that can be scored 
are suitably spectacular, its only right that 
Soccer Slam folkms each successful 
strike with a full-on Instant R^^fay. There's 
nothing quite like watching it aH again in 
shw motion^ is there? 


V " 

^ HARD TO MAKE SURE 
OF THE GAME IS 
FROM THE START.” 


POUSH 


As you'll be able to tell just from looking at the screenshots of SEGA Soccer Slam, 
the developer has certainly worked hard to make sure that every tiny detail of the 
game is perfect. So much care and attention must have gone into the smallest 
thing, because it all comes off feeling spot-on from the start - something that a 
lot of games these days are sorely lacking. It's football, but done the SEGA way; 
fast, fun and totally frantic! 


CERTAINLY WORKED 
THAT EVERY TINY DETAIL 
IT FEELS SPOT-ON 


THAT*S FDR 
ME MUM 


RUB THEIR HDEE IH THE DIRT 


■ As neaf-lffe football shows, cerebrating 
after a goal is only natural. Of course. 

Soccer Slam takes it one step further and ^ 
lets the scoring player taunt the 
opposition with a number of nasty Jibes. . 
fuk to rub it ml ^ 






FOOTBAU. A MODE 

Being a SEGA sports game, there are loads of different modes for you 
to try your hand at - whether you're playing with mates or on your 
own, you'll always find something to suit your mood. 

EXHieiTSON 

Ideal for people who just want to have a 

quick kick about, especially if you've got jWr ^ 

your friends round for a gaming session. 

There's even a Quick Start function if you 
don't want ail the hassle of picking teams \ 

ouHBT j. .Eiya 

The meat and potatoes of the game is the 
Quest mode - a full-on season of 13 
games against all the other teams for the 

Continental Cup. As well as the main ^ f ^ 

matches, there are also challenges and 

bonus games to help you earn extra cash. ^ 

TOURNAMENT ^ 

With the opportunity to have up to six 
people playing in the tournament, this is m t'M 

the perfect mode for those of you with lots * |P * 
of gaming mates. Pick your team and then m 

duke it out for the title, respect and chance 
to show off to your friends! 

PRACTICH 

If you want to polish up your playing skills 

or get the hang of performing Killer Kicks - 

and Spotlight Shots, you'll need to get into 60 ! 

the Practice mode. Every skill is on offer to 

practice, so it's handy for less skillful »• A 6 

players. 
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MANY NEW PERIPHERALS IN STOCK PROM £3.99 : CHECK ALL THE LATEST WWW.NEWABECONSDLES.fcaM 


UK CONBOLte AND ♦•EWIPHERAL.B IN STOCK NOW 


ESPN WINTER GAMES ZODZ £54^.99 


GAMECUBE MEMORY CARDS El 3.99 


CONTROLLER BLACK EZ'7.99 


CONTROLLER BLUE EZ7.99 


JEREMY MGRATHS SUPERX WORLD E5-4.99 


DRIVEN E54.99 


TETRIS WORLDS E54.99 

DONALD DUCK GOING QUATERS E54.99 
BLOODY ROAR 3 E54.99 


WAVE RACE E35.99 


ESPN WINTER GAMES E35.99 


VIRTUA STRIKER 3 E54.99 


SPIDERMAN THE MOVIE E54.99 


JIMMY NEUTRON BOY GENIUS E54-99 


GAME 


UEMOPV CARD 



««-■ 

fif Panasonic Gamecube □ » 

-i: ■■■■■ 1 * ENMAfJCER 



GAME RESET 



IN STOCK NOW 
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CUBISTS 


We've 'painstakingly gone overfall of 
the GameCube launch titles, as well 
as the impoftaht ones odt In the first 
month" air in pur mammoth feature! 


Star Wars:‘Rogue Leader ....... .’. . .20 

Tpny Hawk's Pro Skatpr 5 ••.'24 

XG3: Ej^rem'e G. RScing' . . .^.r .25 

Sonic Adventure 2 Battle «..'.27 

Cr^zy Taxi ..^.t .28 

Simpsons‘Road Rage .28 

ESPN-International Winter Sp^^rts *. . .29 

Cel Damage \. . . .*..29 

t-L^gi's Mansion ..•...* .i. ... .^. .50^ 

Univefs’al’Studios ....*.. .1.. !. . .34 

Batman yerigeance *. . . .*. .. .*..34 

TarzarvUntamed ’. 35 

Dave ^]Irra Freestyle BMX 2 .-. . .35 

Wav(^ace:.BLje Stt>rn:i .36 

Driver/^...40 

NHL l-ritz^0-p2 . .. .42 

NBA Street _.. . *.43 

Supet 6mash.Brother? Me*l^e.44 

Donald Duck.:^Quack Attack*'.48 

International .Superstar Sotcer 2 . . 

2002 FIFA World Cup ... ... . .51 

Super Monkey Ball .52 


Ah, the Cube team... like the Partridge family, but without all the singing and 70s haircuts. 


EDITORIAL 

AS A LOT OF YOO will be reading these pages 
for the very first time this issue, we thought 
it was about time we lay down some reiview 
ground rules... so here goes. 

Put simply, the reviews that you'll see in 
these pages tell it like it is; if a game's great 
then we'll happily sing its praises but if it's 
not up to scratch, we won't beat around the 
bush. The writers on the team are all 
hardcore gamers that have been raised on 
games - we're not here to pander to what 
various PR people want, but rather to tell 
you what to spend your hard-earned cash 
on. After all, we're fully aware of the fact 
that you have to cough up for these games: 
that's why one of the most important 
questions we ask ourselves is 'Is this 
game worth £40?'. It's really does make all 
the difference... 

So there you go - hope we're all a little 
clearer on just how unbiased we are. 
Ultimately, we've only got your best interests 
at heart; otherwise, we wouldn't be able to 
sleep at night. Honest. ■ MARTIN MATHERS 


IS: A man of mystery 
ISN’T: Related to Austin Powers 
THIS MONTH: All the ladies in the 
office swooned as Darren 
joined the team - apparently, 
there's something about him 
that they all love. Maybe it's 
that hidden can of pheromone 
spray that he likes to keep in 
his pocket... 


SIMON PHILUPS 


MARTIN MATHERS 


CHANDRA NAIR 


GARYAOAMS 


CYRACOOMBER 


DAWN ROBERTS 


STEPHANIE PEAT 


IS: The Red Adair of Design 
ISN’T: Available for autographs 
THIS MONTH: Forum favourite and 
all-round darling Steph stepped 
in at the last minute to make 
sure that the mag left the 
building on time. Do we 
appreciate her efforts? Not 
nearly enough - just don't tell 
her we said that! 


IS: The new kid on the block 
ISN’T: A floater . honest 
THIS MONTH: We welcome new 
boy Gary to the fold with open 
arms, or we would if it wasn't 
for the fact that we don't want 
him to touch us in any way. 
He's the new slave of the 
Cheating Monkeys - someone 
has to be. 


HaatlP E2T0R 

CUBS 


IS: A bit of a superstar DJ 
ISN’T: Sure which bit he is 
THIS MONTH: Simon's adventures 
into the world of DJ stardom 
continued unabated as DJ Lips 
took his first booking - no 
doubt the people at the old 
folks' home appreciated his 
range of phat beats and 
wicked tunes. 


IS: Feeling suitably refreshed 
ISN’T: Complaining any less 
THIS MONTH: Mart made the 
most of his sunshine-filled 
holiday time, , by sitting at 
home, looking after his cat 
and playing games. Not just 
any games though - they 
were Xbox and PS2 ones. 
Burn the traitor! 


cucm 


IS: Free and single, ladies 
ISN’T: As hairy as he looks 
THIS MONTH: Mr Nair celebrated 
his birthday with a night out in 
local Bournemouth - 
supposedly the most 
happening place on the south 
coast. Of course, that all 
depends if you enjoy bingo or 
not, doesn't it? 


IS: A big fan of cous-cous 
ISN’T: A natural red head 
THIS MONTH: The only girl we know 
who owns a house big enough 
to sleep more than two people 
was thinking about decorating. 

Try as we might though, she 
won't be convinced to let us do 
it for her... hey, we're just as 
good as Changing Rooms. 


IS: Succumbing to our will 
ISN’T: Up for making the tea . 
THIS MONTH: Dawn has been 
slowly coming to the fact that 
she has to shout, scream and 
punch us in various places 
before we'll do any work for her 
to design. Cor. it took a whole 
month to work that out for 
herself? Blimey. 


■ CUBB 


DARREN MAYES, ; 








































100% UNOFFICIAL 100% UNBIASm 
IHE ONiy REVIEWS YOU CAN IRUST 



BLOODY ROAR: 
PRIMAL FURY 


BIOHAZARD 

Yes, it's the game you've all been 
waiting for. No, it's not exactly the 
same as the original. Yes, it'll have you cacking 
you pants more than a night out on the curry. 
Believe us, if there's only one game you get for 
the GameCube. .. it's got to be this one. 


Take a bunch of people who can 
change into animals, stick them all in 
a pit and let them fight until only one remains 
standing - yep, that's Bloody Roar for you. It's a 
bit like dog or cock fighting... but without the 
legal issues, obviously. 

BURNOUT 

Ooh, a racing game with a difference 
- you'll spend more time worrying 
about avoiding a massive ten-car pile-up than 
you will getting to the finish line.-Tons of cars, 
tons of tracks and tons of action: just what we 
want from a racing game... 


WHAT DOES IT ALL MEAN? 


THE BREAKDOWN 


1 


If you're feeling a bit daunted by all the information we've got on offer, don't 
panic ~ it's pretty easy to find what you need once you know where it all is... 



INFORMATION 

This is the place to look 
for all the essential 
statistics on the game 
including release dates, 
players, publisher/ 
developer and some 
vital bullet points 
summing it all up. 


2ND OPINIONS 

If you're still not 100% 
sure whether you're 
going to take one 
expert's opinion, you'll 
find not one but two 
more snippets of 
advice right here. 


ALTERNATIUES 

Obviously not every 
game will be to your 
taste so if there are 
titles that might be of 
interest instead, they'll 
be outlined here for 
you to think about. 


COMMENT 

The reviewer's frank and 
honest opinions on what he 
or she thinks of the game 
will be right here; you'll be 
needing this to make up 
your own mind... 


BOX OUTS 

If you want the finest information on 
what the game's all about or hot tips on 
some of the tougher bits, the wide 
selection of box outs are ideal for you. 


Sure, every game gets a rating but do they really mean anything? Of course they do - 
here's a detailed look at what we're saying in those all-important numbers... 

9.0 OR ABOVE 

Naturally, games scoring a 9.0 or over are well worth your hard- 
earned cash... otherwise they wouldn't score so highly. Hey, we're 
professionals - give us a bit of credibility here, okay? 

7.5 > 9.9 

Although they haven't quite made it to the dizzy heights of 
greatness, games with this kind of score are still worthy of your 
attention and will no doubt keep you happy for a fair old while. 

S.O > 7.4 

Yep, it's that tricky middle ground that a lot of games walk; with 
5.0 branding a game decidedly average, scoring up to 7.4 means 
you might want to try it if you're into that sort of thing. 

5.5 > 4.9 

If your granny gets you a game with a score like this, it's probably 
because she doesn't know any better... or you just didn't tell her 
what you actually wanted. It's all your own fault really. 

0.0 > 9.4 

It's a sad fact that we have to review games this far down the scale 
but believe us - it's for your own good. OthenA/ise, you might 
actually go out and buy one of them... shame on you! 


RATINC 

SO® 

RATING 

75 ® 

RATING 

50® 

RATING 

S5© 

RATING 

0 00 



























out in Japan... so we bought four copies. 
Sure, it means that we've had to endure 
the problems that come with trying to play 
any complex adventure game in the 
language of the rising sun - 'We can't 
open the door... and we don't know why!' 
was a popular phrase around the office for 
a while. Of course, that doesn't mean we 
haven't enjoyed it. In fact, despite the 
(surprisingly mild) language barrier, we've 
come to the conclusion that Biohazard 
rocks in the way that only the very greatest 
games can. Don't for one second think 
that because it's based on an older game, 
it isn't worth your attention - if you're not 
prepared to listen, you deserve to be torn 
to shreds by a zombie horde. Hey, there 
are worse ways to go... 


announced that it 
was bringing all of 
the games from the Biohazard series 
(the Japanese name for Resident Evil) to 
the GameCube, we got quite excited. 
When it said that there would also be 
two totally new titles in the series, we 
got very excited. However, when It said 
that the re-release of the original 
Biohazard would feature totally new 
graphics and be revamped to include 70 
percent more new material... well, that's 
when we got a bit too excited and had 
to be excused. After all, we haven't been 
covering the progress of the game since 
issue 1 for nothing. 

And now, after what has seemed like an 
absolute age, the game has finally come 
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Welcome back to the world of survival horror... 
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■ BASED ON THE PSONE ORIGINAL 


IMPROVED GRAPHICS AND SOUND 


LOADS OF TOTALLY NEW PUZZLES 


ZOMBIES, HUNTERS AND MORE 


■ COMES WITH FREE MEMORY CARD 

RELEASE DATES 
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Yes, it's here, it's 
gorgeous and it's 
bloody scary... has 
Capcom come up 
with one of the 
greatest games in 
the world ever? 






















Don’t You Open... Those blasted doors are still there 
between every scene, only now they're for suspense 



The opening sequence is 
scary... get the cushions! 


Every good story needs a strong cast of characters - luckily. Biohazard has a whole bunch of them to meet and share 
the experience with. Although you'll find plenty more during the game, here's a rundown of the lead players... 


meet a zombie - going one step 
further than before by actually letting 
you see it tearing strips off one of 
your dead comrades, it's all a bit 
nasty... but we love it all the same. 

Rumour has it that the US and PAL 
versions of the game will see a 
number of edits regarding the gore 
level (although Capcom hasn't 
confirmed this). Therefore, if you 
want to see everything in all its uncut 
glory, you might have to think about 
importing the Japanese version... 


REBfDEnr Euii_ mnuiE ib rlrehom tn the ijjnRHB, 


assure you that the action is a fair bit 
stronger than you might be used to. 

A perfect example of how far the 

cjptmp rnmp from thp original in M 


rather than to cover up the dodgy loading times.. 


AND THEN THERE WERE FIVI 


CHRIS 

REDHEID 

The eponymous hero of the story, 
Chris was probably the bloke that 
everyone loved at school because 
he was good at everything. Now 
>out to kick some zombie arse 
and escape Umbrella's secret 
headquarters, his adventure is 
somewhat tougher than the one 
Jill experiences. 



JIU 

VAIENTINE 

The ideal pick for those of you 
that need to be broken into the 
game gently - Jill has more 
inventory spaces, is better at 
solving certain puzzles (which 
makes them easier) and even 
^arts her adventure with a gun. 
Of course, she's weaker than 
Chris so you'll have to be careful. 



Speaking with a deep voice and 
wearing those sunglasses (even 
when he's indoors and it's dark), 
Albert is certainly a dodgy 
character. While those of you who 
are experienced with the series 
will know exactly what he's up to, 
we won't spoil the story for 
everyone else... 



Just as Jill has Barry, Chris has 
Rebecca... although whether that 
can be taken as a good thing is 
another matter. She might not be 
especially good on the piano 
(trust us, it'll make sense) but put 
her in a room full of medicine 
and she'll happily cure all your 
wounds for free. How nice. 


BARRY 

BURTON 

No longer sporting his trademark 
big, red and bristly beard, Barry 
now looks much more like the 
hard-but-kind special agent he's 
supposed to be - rather than a 
mad Scotsman. Watching out for 
Jill is what he does best, although 
lately he seems to have 
something else on his mind... 
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And There’s More: Finish fhe game once and all 
manner of goodies await you - like new costumes 
for each character and extra difficulty modes. 


CHRIS HAS A NHW COSTUMh ! 


While the fact that you're armed to the teeth with all manner of 
assorted weaponry means you're not exactly harmless, there are 
times when you just can't help but get hurt. Zombies (and other 
monsters, naturally) have a habit of jumping out at you when you 
least expect it, usually lesulting in you taking a bit of a knock. Now 
though, there's a safe way of dealing with these pesky beasts - 
well, the zombies anyway - in the form of Defence Items. As you 
wander around the mansion and other areas of the game, you'll 
discover a variety of items - depending on which character you're 
controlling; both can carry daggers, while Jill uses a stun gun that 
needs batteries to recharge from and Chris carries hand grenades. 
Even if you're carrying just one of these items, you're protected 
from a single attack - when a zombie attacks you from the front, 
your character will automatically use it. The resulting effect, 
however, depends entirely on which item you've got equipped... 
you might have a few seconds to leg it or wind up finishing them 
off for good. The dagger, for example, repels a zombie long 
enough for you to make a quick getaway but the stun gun will 
drop them to the ground, giving you the chance to burn them to a 
crisp. If you're really looking for something impressive though, try 
the hand grenade. Just shove it in an attacking zombie's mouth, 
back off and blast him with a single handgun bullet to splatter his 
head across a ten-foot radius... lovely. 


"PUT SIMPLY, 
THIS IS WHAT 
WE EXPECTED 
IT TO BE ALL 
ALONG - ONE 
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© Ah, we've been here before 
- but there's no ladder nov\ 


LESSONS IN SELF-DEFENCE 
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M0NS1ER, MONSTER! 

Ah, so many monsters and so little ammunition - if you want 
to make it out of the mansion in one piece, you'll have to 
work out the best way to get past all of Umbrella's little pets... 


[ZOMBIE 


If you're a regular Resident Evil 
fan, then these guys are your 
bread and butter. They stagger, 
they moan and they'll take a big 
chunk out of your neck if you 
give them half a chance. Blow 
their brains out, quick! 


REOEAO ZOMBIE 


Now, you need to make sure 
you finish zombies off by either 
blowing their heads from their 
shoulders or dousing them in 
petrol and tossing a match. If 
you don't, they'll come back 
badder than ever! 


CEREBUS 


Although not too tough to take 
care of, you might find yourself 
in trouble when facing a whole 
pack of these hell hounds at 
once. Try to pick them off from a 
distance... they can be really 
nasty up close. 


[TARANTULA 


We're not normally scared of 
spiders, but in this case we'll 
make an exception - especially 
because we doubt anyone's got 
a glass big enough to trap this 
one under. Big, hairy and 
particularly horrible. 


HUNTER 


They were damn nasty in the 
original (and all throughout the 
Resident Evil series) so their 
return makes us both happy and 
downright terrified. Maybe this 
time they'll be a bit friendlier... 
or maybe not. 


LISA TREVOR 


Yes, that's a bit of a strange 
name for a monster... but she's 
the reason why this whole mess 
has happened. Originally 
experimented on by Umbrella to 
create the T-Virus, she's the 
missing link in the RE games... 
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Small, but perfectly malformed - 
that's the Chimera. Looking like 
they've been turned inside out, 
these little buggers can crawl 
across the ceiling and drop on 
your head... before tearing it off, 
that is. 


TYRANT 


The baddest of the bad, this guy 
is the ultimate in zombie life 
forms and, not surprisingly, he's 
also a real pain in the arse to 
kill. My, what a big claw he has 
- all the better to impale us 
with, we suppose... 
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IMPROVED 




Thanks to the power of the GameCube (and plenty of hard work on the part of Capcom), this 
j new version of Biohazard is more than just a basic upgrade. If you've been following our 
I coverage over the past few months, you'll know that the biggest improvement is the graphics; 
1 every single location has received a serious face-lift to intensify the frightening atmosphere 
I and make them look as real as possible. As you'll be able to see from our comparisons, you'll 
I hardly recognise many of the rooms around the mansion... not to mention the ones outside. 

I It's not just the graphics and sound that have made the massive leap to the GameCube. 

Those of you thinking that you've already been through the original on the PlayStation - 
j meaning you don't have to bother with this one - will be in for many surprises as the 
GameCube version contains many new areas, monsters and puzzles to solve. In fact, 

Capcom claims that around 70 percent of the action in the game Is new; having played 
through one side of the game (Chris's adventure), we can confirm that as the truth. This 
makes Biohazard ideal for both newcomers to the series (because this recap on the first 
game is absolutely breathtaking) and fans who want the familiarity of the original, combined 
with something new to keep them interested. 
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SPOILER 
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LOOK AWAV... NOW! 

So, you're currently thinking of 
holding your copy of CUBE upside- 
down in front of a mirror... you are 
desperate to find out all the inner 
secrets of Biohazard, aren't you? Well, 
in that case we can hardly turn you 
away - here's just a few of the totally 
] new puzzles that you can look 
I forward to in this new version of the 
I original game... 

I fo jutiSLoq Luigp^ pG|b Aon onr 
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I ■ ^onp|G tjuqjuS fpG aGCOuq 
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© Now, if you'd have 
paid attention and 
looked in the mirror, you 
would have seen him 
coming... keep your eyes 
open in future, Jill! 


the game that 
we've all been waiting 
for has finally landed... was it worth 
the wait? Well, if we said anything else 
but a massive 'yes', we suspect there'd 
be a whole bundle of disappointed 
readers - but thankfully, that isn't the 
case. Instead, Capcom has released 
what can possibly be considered the 
best game out on the GameCube so 
far; even surpassing the efforts of 
mighty Nintendo. We never thought 
we'd see the day... 

Basically, everything that was good 
about the original game (the story, the 
monsters, the sheer atmosphere) has 
been brought over, before being 
polished and altered to create 
something truly amazing. Obviously, we 
all know that the graphics have been 
revamped but that's just the half of it - 
the fact that around 70 percent of the 
actual gameplay has been tweaked and 
fiddled with in some way as well gives 
the game a totally fresh feel that a lot 


of updated conversions fail to offer. The 
animation on each character is also 
superb, with them doing all the things 
you'd expect them to do as opposed to 
what they did in ail the other games; 
everything from actually moving their 
feet when turning around and running 
cautiously down steps, to handling 
weaponry like a pro. Sure, there are a 
few gripes that the most cynical people 
in the office pointed out (like the fact 
that Chris and Jill still run on the spot 
when they're facing a wall) but it's 
hardly anything you could consider 
capable of ruining the atmosphere. 

Of course, we're looking at the 
Japanese version of the game here so, 
as has happened in the past, you'd 
expect us to bring the score down 
slightly because of the language barrier. 
Surprisingly though, there's very little of 
the game that actually requires you to 
read the text - while you'll find 
numerous files scattered around, few 
of them are actually necessary to make 






























Mmm, gory. Blasting zombies results in a mess of blood and guts - 
althou^ getting a head shot means you'll need to wash your shirt. 


“CAPCOM HAS 
RELEASED WHAT CAN 
BE CONSIDERED THE 
BEST GAME OUT ON 



EVEN 


EFFORTS OF 
NINTENDO” 


MIGHTY 




IF AT FIRST YOU 
DONT SUCCEED... 

... check, check again - or something like that, anyway. In 
all the Resident Evil games so far, you've had the ability to 
'check' items in your inventory by selecting them and then 
spinning them around at your leisure. Having the ability to 
zoom in and inspect them from every angle was a nice 
touch, but one that got very little use when it came to the 
practical side of the game (virtually none in the earlier 
games, with a few examples in Code: Veronica). In this 
newest episode of the series though, you'll need to make 
sure you examine every item you pick up in minute detail 
- more often than not, you'll find something you might 
have missed if you hadn't bothered. Boxes can be opened 
by rotating the lid around to face you, books can be leafed 
through to find out if there's anything inside them, keys 
can be rotated to see what emblem is on the back (v\mich 
dictates the doors they open)... the possibilities are many. 
If you find yourself in a situation where you know what to 
do but can't do it, make sure you've checked everything 
you've picked up along the way - you might not be able 
to see the wood for the trees... 



progress. In turn, a large majority of 
the puzzles are fairly straightforward 
and need more logical thought than 
they do an understanding of the 
language. Those of you with 
experience in this type of game will 
have little trouble working out the 
methods required for solving each 
problem (although that doesn't 
necessarily make them any easier). 

Put simply. Biohazard is what we 
expected it to be all along - one of 
the several games on the GameCube 
that you must own on pain of death. 
It's got plenty of replay value 
(because you'll always miss a few 
things on the first couple of times 
around, plus there are two different 
stories to play through) and the 
sheer magnitude of how much better 
this is over the rest of the series is 
something that'll keep you amazed 
for ages. Get it if you're a fan, get it if 
you're not... it's that simple. 

MARTIN 
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RESIDENT EVIL - 
CODE: VERONICA 

The 

Resident Evil 
and one 
that does 
the series 
justice - it's 

not as scary as the original, but still 
manages to offer a decent challenge. 


ETERNAL 

DARKNESS 

Obviously 
as a 

contender to 
the 
horror 
crown, 

Eternal 

Darkness is still set for a June 
release in the US. Here's hoping it 
can match Biohazard toe-to-toe... 


OPINION 


We knew it was going to look great, 
but actually seeing it in motion is 
something totally different. 

HUDID 

A perfect compliment to the action, 
with surprises around every corner. 
Try playing through headphones... 


PANT-WETTING! "Oh my 

god. Gorgeous, atmospheric, masterful 
- this really Is what you bought a 
GameCube for. " 


MMM, LDVELY! "The 
atmosphere and style will undoubtedly 
re-ignite interest in the series." 


Scarier than a night out with Chandra, 
Biohazard will have you on the edge 
of your seat every minute. 


if s tougher than ever - the zombies 
just won't die and the puzzles will 
have you scratching your head. 

□RIEinnLITM 

Although It's based on the original 
game, there's plenty new here to keep 
both fans and newcomers happy. 


THE MOST HIGHLY RATED GAME IN 
CUBE SO FAR... DO WE REALLY HAVE 
TO SAY ANY MORE? 



























Eighting's debut GameCube title goes for the punch... 


CUBE 
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£64.99 
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PLAYERS; 

1-2 



PRIMAL FURY 



N64 lacked: fighters. Sure there 
was Smash Brothers, but if you 
were looking for a serious fighter, there really wasn't 
much choice. The GameCube is just out over here - and 
this problem has already been amended. 

Bloody Roar: Primal Fury is an update of the 
PlayStation2 game Bloody Roar 3. However, unlike 
other games out there it's more than just a simple port. 
Boasting vastly improved graphics, an ultra-smooth 60 
frames per second running speed and tons of new 
characters, it demonstrates a company making a 
genuine effort to take advantage of higher-spec 
hardware. Others should take note. 

Happily, the actually gameplay lives up to its 
conversion standards. Despite lacking in the depth 
found in more established fighters. Bloody Roar: Primal 
Fury is a complete blast to play. The storyline is 
ridiculous, but that doesn't matter - dishing out some 
of the most painful-looking moves devised and visuals 
that melt your eyeballs does in this game. 

Initially, it plays like any other 3D fighter you could 
care to mention, but (providing your Beast Gauge is 
topped up enough) a quick tap of the X Button soon 
changes this. Immediately your character transforms 
into a salivating beast. Tapping Z after this event will 
cause even more havoc, as your character takes on a 
'Hyper-Beast' form. A twist to the left or right and then 
pressing B will now unleash a devastating series of 
blows that leave the opposition floored. Problem? This 
takes some of your energy too - an excellent addition 
to the formula. 


Transformers - more than meets 
the eye! Transformers - robots in 
disguise! Is there more to meet 


■ SIX NEW ARENAS 


■ TWO NEW CHARACTERS 


■ HYPER-BEAST TRANSFORMATIONS 


than eye candy in this transformer? 
Read on... 


■ 3 MEMORY BLOCKS REQUIRED 


RELEASE DATES 






















DAMAGE REPORT 


If you look at the energy bars, you will see different colours. Green is the amount of energy 
you have, blue is what you can build up and red is the energy that has been taken off. 

When you hit somebody in their human form, the amount of energy you take off is 
deducted, but in blue. Their energy will now gradually fill up to this blue limit. The only 
way to stop this is to hit them again, causing the limit to reduce. This encourages a more 
aggressive style of fighting, and helps prevent 'turtling,' the action of hitting somebody 
and then constantly blocking. Of course, when in various beast forms, these rules 
change considerably. 

It is an excellent idea, but is not implemented often. With some fighters it would ruin the 
balance {Virtua Fighter springs to mind) but most are crying out for this. Well done to 
Eighting for including this gameplay element. 
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POETRY IN MOTION: If you finish a player off with a 
Beast Drive the screen will go all swirly, similar to 
finishing with a Super Art in StreetFighter 3. 
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Gado into a lion. Whilst they have their advantages 
in strength, their slower pace and lower jumping 
actions counter the advantages effectively. Stay 
human with superior speed and a more varied set 
of moves? Or change into a hulking beast, roaring 
and spitting at your enemy as you slowly lumber 


towards your opponent, before hurling them 
into the ground, stamping on their chest, 
crying your battle cry to the heavens? It's not the 
deepest of tactical decisions, but for the fast-paced 
style of the game it proves to be enough variation 
to make the multiplayer that little bit more edgy. 


There are a total of 12 characters to choose from - 
not including secret ones - and each one has his 
or her own beast For instance, Alice will turn into 
a bloodthirsty rabbit, Jenny into a gothic bat and 
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Outringer: The option for ring outs is here - 
meaning that the multiplayer aspect of the game 
soon turns into name-calling slag-matches instead 


BEASTS IN 
DISGUISE 

The more moves you perform, the fuller your 
beast gauge becomes. Once completed it will be 
replaced with the words 'BEAST CHANGE!' Now 
is your chance to take out your opponent in 
style. Whilst in this mode, you do not get any 
extra moves. Instead, your energy bar gradually 
fills, you take less damage, you jump lower and 
you pack a meaner punch. Every character has a 
different animal, unique to them, that they 
change into; you can stay in this form for as long 
as you can avoid sustaining too much damage. 

Alternatively, pressing A-hX-i-Y or Z will cause 
you to enter the Hyper-Beast form. In this mode 
you can start another move at any stage of the 
previous one, so combos are a lot easier to pull 
off, you can perform Beast Drives (flashy moves 
unrivalled in strength) and your energy bar fills 
up at a faster rate than it would in normal beast 
form. However, entering this form without 
having your Beast gauge flashing will cost you 
health, so be warned. 





HHHHHJ^^The first thing that 
strikes you about 
Bloody Roar: Primal Fury is the 
speed. It certainly rattles along at a 
fair old pace - a constant 60 fps, 
in fact. Another is the style. It's full 
of colour; the character textures 
are awash with deep greens and 
blues, rich golds and reds. The 
vibrancy is marvellous. The eye 
candy doesn't stop there either. 

The garments of the characters 
flutter and ripple in the wind, and 
the animation of the character 
movements is very graceful. Make 
no doubt about it. Bloody Roar is a 
good-looking game. 

But how does it play? Well, it 
would be a lie to declare that this 
title had any depth to it. The simple 
fact is that the majority of characters 
act in the same manner. The 
majority of the moves are rather 
easy to pull off, a lot of the time 


being based on kick, kick, punch, 
punch-type combos. This is all well 
and good for multiplayer - it means 
that you don't need to grab game- 
fanatic friends to enjoy a few 
rounds - but it also means that the 
player who likes to delve further 
into the mechanics of a game will 
be left feeling unsatisfied. The 
characters Long, Shenlong and Uriko 
go some way to amending this; they 
have a moves list that asks for 
certain moves to be linked to others 
in order to be performed effectively, 
but there is nothing the experienced 
fighting fan would find especially 
interesting or challenging there. 

It would be unfair to dismiss 
Bloody Roar because of this though. 
It is a fighting game aimed at the 
people who enjoy a quick slug - 
and so far their only choice on the 
GameCube has been Smash 
Brothers. Whilst not quite up to that 
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PRACTICE MAKES PERFECT! 


One thing included in the game is a 
very cool Training mode. Here you are 
let loose on a static opponent. Every 
command you input is displayed, so it 
is easy to see what damage certain 
moves are capable of. Other displays 
show you: the base damage, which is 
the damage incurred from your last 
successful attack; the combo damage, 
which is the same as above but 
Includes combo bonuses; total damage, 
which (as the name suggests) shows 
how much you have taken from your 
opponent in total and, finally, max 
combo, which shows you the amount 
of hits that connected In the longest 
combo that you performed. 

This is very useful, as if you are 
having trouble on a particular move you 
can see which area you are going 
wrong in exactly. You can also practice 
your Beast Drives here. 


"IT DEMONSTRATI 
A COMPANY 
MAKING A GENUII 
EFFORT TO TAKE 
AOVANTAGE OF 
HIGHER-SPEC 
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TAKE NOTE” 


•theVigWinS 

ate comet'"'® 
this so ma"V 

there'N'"°ffla,es on 

5«®®"iHourbta'n 

istneiti^ 


BLOOOY ROAR: PRIMAL FURY 


standard, it has a totally 
different vibe to it, making it a 
worthy alternative. 

Presentation wise. Bloody Roar 
doesn't disappoint. All of the 
menus and front screens have a 
polished sheen to them that is 
reassuring; and while the music 
is the standard beat-'em-up affair, 
it rarely grates. You wouldn't be 
listening when playing with 
friends anyway, the jeering and 
shouting that replaces it is a 
much more fun alternative. 

At the end of the day. Bloody 
Roar is a beat-'em-up that shows 
the GameCube offering a more 
varied line up of software than 
the N64 ever did, and is well 
worth your money on launch day. 
Just don't expect to still be 
refining a Zen-like ability at in a 
year's time. 

GARY 


FRBT. HDDIETIIJE RHD EHTREfTlELV RTTRRETIUE - DDn'T URDEREETIITIRTE TRIE. 


LIIEURLB 

A little basic at times, but otherwise 
absolutely fantastic. Explosions of 
light in abundance. 


TERNATIVE 


OPINION 


HUDID 

All the grunts and groans you could 
wish for in a fighter. Typically cheesy 
music is the expected. No complaints. 


SUPER SMASH 
BROTHERS MELEE 

The only 
other beat- 


ERmEPunv 

Basic, but enjoyable despite this. 
Flash moves can be brought out with 
just a few hours play under your belt. 


em-up on 
the 

GameCube 
at the 
moment, 

and pure Nintendo gold. Surprisingly 
similar in gameplay mechanics. 


GRR!! "Fun gameplay, but it's 
dragged down quite a bit by hi-res, 
N64-esque graphics." 

CHANDRA 


GRRRRRREAT! "Okay, so it's a 
bit of a button-basher but in the end, 
that's all it needs to be..." 


LIFEBPRn 

One-player won't last long, but the 
multiplayer should keep you coming 
back for more for a wee while yet. 


□RIEinHLITV 

It's a one-on-one fighting game. Even 
the PS2 is more original! 


FIGHTER’S 
DESTINY 

The best 
choice for 
traditional 
fighting on 
the N64. The 
basic 
gameplay 
was disappointing, but a novel 
points system was quite innovative. 


RNAL SCORE 


WILL KEEP YOU OCCUPIED FOR A 
FEW HOURS. BUT THE LACK OF ANY 
DEPTH MEANS IT GETS OLD OUlCKLY 






















■ FIRST SERIOUS GAMECUBE RACSI 


■ ULTRA-REALISTIC CRASHES 




■ HI-OCTANE RACES 
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CRASH FEST 




SilMi 


Burnouts « and.*® 


IS 

devetope \eve\ des'gn 


Guildford-based Criterion 
Games proves that 
anything the PS2 can do 
GameCube can do better... 


■H'iillllilill^^.' 


at the potential European launch 
line-up back in December, it would 
have lacked one very important genre: the racing game. 
Okay, so XC3 was there, but it's a futuristic racer and 
there were no signs of ANY serious racers on the 
horizon. Then, out of the blue. Burnout turned up. One 
of the few racers to approach the graphical quality of 
Gran Turismo 3 would be conning to a GameCube near 
you and very soon. As it happens, the development 
team had the game up and running on GameCube 
hardware inside of five days. This has meant that the 
remaining allocated development time has been used to 
improve the game above and beyond the PS2 version, 
and boy does it show. The PS2 game is gorgeous 
enough as it is, but the extra processing power, graphical 
trickery and superior control mechanism have done 
wonders for Criterion's racer. 


EIBHSnBDb 


LOOKING GOOD: The car models aren't as nice as 
the ones found in something like Project Gotham on 
Xbox, but they still look great. 


A SMALL., BUT 
PERFECTLY FORMEO, 
SELECTIOIM OF VEHICLES 

Burnout initially offers you five different 
vehicles to choose from, with other more 
original offerings turning up later on. 
Criterion doesn't hold any official car 
licences, so the cars are all fictional 
(although you'll recognise what the/re 
supposed to be). Burnout takes a novel 
approach to vehicle selection in that the 
more impressive cars won't necessarily 
make your race any easier - in fact, they'll 
make it harder for you to progress. The 
Supermini is a nippy little car capable of 
making quick adjustments. Other cars, such 
as the Muscle, have higher top speeds but 
don't handle as well - in a game like this 
handling is paramount, so to start with you'll 
be using the Supermini the whole time. 
Playing the game with the bus or the truck 
may be entertaining, but you certainly won't 
be winning any races. These vehicles are 
more suited for racking up the crash points. 


STUFF WINNIIMB - THERE ARE MORE 
IMRORTAIMT THINGS TO OO 

' Despite the aim of the game being to come first, there are other aspects of the game 
that will occupy your time. One of these is the ability to earn money for crashing. The 
more outrageous the crash, the higher the reward - and Burnouts incredible crash 
engine allows for some decidedly satisfying results. Huge dents in your motor, glass 
shattering everywhere and smoke pouring from the bonnet. Not only can you crash 
and burn, but you can also cause multi-car pile-ups and completely block up the road 
i for the people behind you. As soon as you crash you get a quick replay (which can be 
saved to your memory card) after which you continue the race with your car 
I miraculously fixed. 

The bigger the car the more impressive the crashes, and it's the promise of great 
crashes that will make you strive to obtain the secret vehicles in the game. At the end 
of each race your total reward will be added to the high-scores list. 


BACK END 
OF A BUS 















BURnnuT 


SPUT-SCREEN MAYHEM: Burnout offers a fantastic 
two-player mode, with no loss of detail whatsoever. 
Races can turn around at any point. 


SPOT THE DIFFERENCE 


DAZZLING SPOT EFFECTS THAT 
ACTUALLY AFFECT THE GAME 

Most racing games throw in spot effects for good measure, but in 
Burnout they can be used to your advantage. Taking short cuts or 
clipping a dusty sidewalk will see dust flying everywhere, but as well as 
looking nice it will also completely blind your opponents. Thick plumes 
of dust/smoke will make it impossible to see any oncoming traffic and 
the chances of crashing become dangerously high. 

As well as dust there's the usual sun, lens flare and even a wet 
tarmac effect, which is reminiscent of Gran Turismo 3. Even more 
impressive are the real-time bodywork reflections, which appear to 
reflect all the scenery around you. Very nice indeed. 



One of the main 
features of Burnout 
that really hits you from the word 
'go' is the handling. It is simply 
gorgeous. The GameCube's 
unparalleled analogue joystick 
combines with a lot of time and 
effort on Criterion's part to create 
something unbelievably good. As 
soon as you start playing you'll 
think 'wow, this feels really nice.' 
The game's handling is based on 
classics such as Ridge Racer and 
SEGA Rally, and the sliding is a 
perfect combination of the two. 

You soon learn that the precision 
controls are essential if you're to 
weave in and out of the traffic at 
over lOOmph, and we're talking 
lightning fast reactions here. 
Countless games boast stupidly 
high top speeds, only to end up 
feeling like 40mph. Burnout does 
well to create the illusion of speed. 


It's all very well racing around like a 
madman, but if you want to progress 
In the game you'll have to start 
winning. Every crash will set you back 
a few seconds, so avoiding the traffic 
Is a priority. Even if you get ahead of 
the pack, one crash could ruin 
everything, but there is one way of 
putting some space between you and 
the hounding opposition. 

At the bottom of the screen is a turbo 
meter. Every time you have a near miss, 
perform a slide or drive in a particularly 
daring fashion, the meter will fill up. Once 
it's full you will have access to a 'Burnout' 
by way of the R Trigger. Using the entire 
bar without crashing will see it Instantly 
filling up again - the bar can be filled a 
maximum of three times in a row before 
you have to build it up again. 


and that's before you get anywhere 
near the Turbo button. 

The main aim of Burnout is to 
race against three competitors on 
public roads, thus competing with 
other traffic for space on the road. A 
spectacular crash engine sits 
underneath the main game and a 
lack of skill (or sometimes just plain 
bad luck) will see you colliding with 
cars, buses, trucks or bits of scenery. 
You can, of course, use this feature 
to your advantage, and there's 
nothing more satisfying than 
nudging a challenger in the path of 
an oncoming 18-wheeler. The Z 
Trigger 'look over your shoulder' 
option enhances the fun further. 

Overall, the conversion has been 
handled very well, proving that 
anything the PS2 can do 
GameCube can do better. Still, 
there are some areas where we 
might have hoped for a little more. 




















This is one of the main areas where Burnout completely trounces other lights, telephone cables, electricity pylons and reflective water all appear, and 

games like Driven. As well as boasting intricate textures and an impressive they're not just dodgy bitmaps either, all boasting decent texturing. In fact, the 

draw distance. Burnout's tracks have bucket loads of extra details, which are traffic lights play a significant part in the game. The traffic obeys the Highway 

superfluous to the standard gameplay experience, but which really add to Code for the most part and a quick glance at the lights will let you 

the realistic feel of each track. Objects such as fences, barriers, traffic know roughly what to expect from that particular junction. 



The initial selection of five vehicles 
increases slightly when you 
complete certain tournaments. 
Buses and trucks are good fun to 
play around with, but it would 
have been nice to have some 
more sports cars to choose from. 
The same can be said for the 
tracks count. The five standard 
tracks can be played In reverse, 
with slight alterations, at different 
times of day and with wet tarmac. 
This allows for completely different 
experiences, but a few more 
standard tracks and real-time 
weather is what we would have 
liked. Perhaps Criterion will utilise 
the technology further with Its next 
GameCube offering. Don't let these 
niggles put you off, though. 

Burnout is, without a doubt, the 
answer to every GameCube racing 
fan's dream. Bring on the sequel... 

CHANDRA 


n mUET-BU¥ FDR RRM RRCinE FRR 








UtBURLB 

Not ground-breaking, but a smooth 
Improvement on the already pretty 
PS2 graphics. 

RUDJD 

Nice tunes but, because it's been 
ported, the sampling frequency of the 
sound effects is lower. 

GRrn^LR'-' 

Fantastically playable boasting that 
rare 'gotta play it again' feel, if 
something goes wrong. 

LlReBPRR 

Plenty of options to keep you happy. 
Could have been more tracks and 
bonus cars though. 

□RIBinRLITM 

Adds a welcome new twist to the 
racing genre and one that will keep it 
head and shoulders above the rest. 







DRIVEN 

Slightly 
different in 
style, but it's 
still an 
arcade racer. 

Good fun for 
a while but 
not a touch on Burnouts graphical 
trickery and precision handling. 


X03 

A great sense of speed, multiple 
weapons 
and it's silky 
smooth... 
oh, did we 
mention the 
speed? A 
game that 

should be bought as well as 
Burnout, not instead of it. 


« OPIISIION 

CRASH ‘N' BURN! "Fast, 
furious and everything about racing games 
that we love... bring on the burn, baby!" 

MARTIN 

SMASHING! "Really good fun 
and leaves you gagging for more... 
more tracks that is..." 


RIMAL SCORE 




























THAT'S WHERE THE SMART FUN IS 


Voted the 

se 

Boome's 


, by 
setters. 


l/odsfonB BT CBUnst 

MESSAGE 

ORDER £1 £2 

COSTS inc VAT inc VAT (postpaidonfy) 

>:: Log on to vuvyvy.boome.co.uk 

Unlimited access to thousands 
of Logos. Ringtones and 
j Picturemessages. 

You will also find many more 
Animations. Jokes. .. 


Artist \ 


I Order code ^ 


r Artist* 


LTune \ 


I Order code* 


Artist Tune 


Order code 


Artist 


Tune 


Order code 


: Chart Hits 

Kyiie Minogue/ln your eyes.561767 

Pink/Get the party started .561756 

Shakira/Whenever Wherever.561772 

Nickelback/How you remind me .561769 

Laago/Something .561770 

R KellyAhe world's greatest.561771 

Alanis Moppisette/Hands clean.561768 

No Doubt/Hey Baby.561766 

A1/Caugth in the middle.561765 

Alicia Keys/Failin'.561718 

Afpoman/Because I got high.561711 

Chpistina Milan/Am to pm.561754 

Daniel Bedingfield/Gotta get thru this.561730 

Sophie Ellis Bextep/ 

Murder on the dancefloor.561761 


Stepeophonics/Handbags S, Gladrags.561758 

Ja Rule Feat,Ashanti/Always on time.561764 

lio/Rapture.561725 

Will Young/Anything is possible/ 

Evergreen .561775 

Cpeed/My sacrifice.561776 

:: Most Popular ::::::::::::::::: 

Unkin Park/ln the End.561183 

Dapude/Sandstorm.560229 

Ian van Dahl/Castles In The Sky.560725 

Shaggy/Angel.560257 

PPK/ResuRection.561710 

; Dj Otei/Hey Baby.561698 

Atomic Kitten/Whole again.560379 

: Alien Ant Fapm/Smooth Criminal.561693 

: P. Oiddy and the Family/Bad Boy for Life.. .561694 


Emkiem/Stan.560325 

Bomfunk MC's/Freestyler.561014 

Mapy ti Blige/Famiiy Affair.561696 

Kyiie Nlinogue/ 

Can’t get you out of my head.561692 

Bomfunk MC's/Super Electric.561716 

Eminem/Stan.560325 

Jennifep Lopez/Aint'lt fun.560495 

Anastacia/Paid my dues .561751 

Robbie Wiiliams/Nicoie Kidman / 

Something stupid .561729 

A1/Take on me .560030 

Muse/Muscle Museum .561459 

REM/Shiny happy people .560266 

The Beatles/Penny Lane .561585 

Guns N' Rosea/Sweet Child '0 Mine.560021 


Lenny Kpavitz/ 

Are you gonna go my way.560543 

Limp Bizkit/Take a look around .561406 

Red Hot Chili Peppeps/Californication ....560707 

Rolling Stones/Satisfaction .560236 

: Most Popular 

• / Futupama (TV) .561713 

Stap Tpek: The Original Series (TV).560327 

Star Waps (MowieJ/Throne room .56CX375 

Mission Impossible (TV).561421 

Bob TTie Builder .561643 

Simpsons (TV).560280 

Love And Mappiage (TV).561634 

Beverly Hills Cop. (TV).560562 

Halloween (Movie).561077 

Men behaving badly (TV).561400 > 


/\ INI I fVI AX I O M S: : Boost up your message with our briitiant animations 


Order code g 

New 


Order animation and when received, browse by scrolling down ike a normal text message. 


BUNNIES 

BOMB 

FIRE 


:L 0 t 30 S::. 


Order code j 
: New 


.580019 

THE GAME 

...580052 i 

.580035 

SKATE. 

...580078 i 

.580059 

SEXY 

...580080 1 

.580083 

GRIMACE 

...580015 i 

.580041 

1 LOVE U 

...580032 : 

.580049 

FRIENDS 

...580017 1 

.580026 

FOR SEXY PERSON 

.580072 i 


Most Popular :: Other 


Examples :::: 


. 58CX)61 


SEX.580089 : BODY . 

BLOW 580033 i HEY YOU 


. 580004 

. 580018 

580034 i CRUISING . 580044 

580021 I PRESS DOWN . 580062 

580003 i HAPPY BIRTHDAY. 580023 


EXCUSE ME 


< .>.» eKCU»e (_>_) I BEftllY (-)-) KISS 

(.-..imebut... (,_) YOU 580038 


.*, • .*. 

• v ) < .) ■ < ;•)(•'. > 

'OM)0»C) •<>oo»o 


: KISS 

580063 


551493 




551207 

551990 

[ ^ Infini^ 

551447 

[ ewIl SpclrrEijj 

551109 

550067 

552357 

j-oi tsi ^ 20;35| 

550748 
551413 


r 


IX. em 
asiQ 


Most Popular 


550140 


550245 

[WB Ony 

550735 

1 ©IrtCcollJ 

J5J93J__ 

550418 

550351 

551248 

552 246 

stR€«n7 

550456 

550092 

J 

552376 


550061 

[i hear uo ices| 

550201 


^50267 

551046 

[BsrnttbeWiio 

550347 

551249 

(im« 

552337 


550344 

551684 

Wmwm 

551793 


550761 

550587 

riijiiijiiiiiiiriiirmiij 

IImotIimportamtI 
J52378 _ 

550994 

550158 

551468 

lii ~J 

550194 

55205^_ 

. M 

551098 

550589 


F^ICTUREPyiESSAGES: : 


; New 




570356 


I 


570229 


570395 

to * 

me??. 

570482 

570531 


570043 


JACKASS 


570400 


570280 

(fteey... 

L What’s up?' g 

570521 


570523 


570475 


L}^.Zaper 


570202 


Battery 

meitdowniy 


570294 


570499 

fWHERE 

i ARE j6!Q J 

|Y0IJ 

570525 


feS 

570552 


n 9:99 a I 

II O'JEfiLOAOED... I 
pg pmnoEr! al 


570349 


!e&1 

a 


ODIE 

570337" 

r GOCiO NIGHTJ 

F? j 


570117 

^Ciive Mel 
^^Xsome P 

570312 


S'll ollwaijS 


570010 

pte^f TriXHol 

570116 


Most Popular 


570536 


570188 


570306 


570371 


570434 


570035 


V-tbV 
570388 


570514 


w 3 .a* Dops!!^ 




570345 


1 


570320 


570327 

J--- it'$ 

' •• summcr-^^ 
timer 

570460 




570147 


570192 


570477 


570452 


570241 


I miss Youl 


> ::::::::::: HOV\/ TO ORDEfl :: Ringtones :: Logos :: Picturemessages :: Animations :: 


Vodafone 

me VAT 


BT Cellnet 

me VAT 


8B10 




0906 - 732-4002 


If you are a Vodafone or BT Cellnet customer, NOW you can order Boome services 
by sending a text message to the number 88’I 0.[BT Cellnet; post paid only] 

3. Within a few seconds you 
will receive your chosen 
item. To save it. press 
Options and select Save. 


11. Start a text 
message and 
punch in the 

order code 


If you are not a customer of Vodafone or BT Cellnet. 
call the order line 0806-738-4008 
and follow instructions. 


To order e.g. Ringtone, punch 
in die order code e g. 561767 
(561767 is the order code for 
Kyiie M nogue/ln your eyes). 


Can be ordered with mobile or and line phones. 

be over 16 to use this 

£ 1,00 per minute. Average call ength 1.5 minute service. 

Customer support: support@boome.co.uk. WapOneline UK Ltd PO BOX 36440 London EC3M 1WA. 


Calls cost £1 per minute 
Calls from mobiles may 
cost more If you have 
problems order ng from 
mobi e. please call from 
the land line Ask bill 
payer for permission 
before call ng. You must 
be over 16 to use this 
service. 














































































































































































































































NETWORK 




Take part in the world's 

biggest GameCube magazine! 


If it isn't a review, the latest news or a preview, chances are that you'll find 
what you're looking for here. We're still very much developing this section so 
keep 'em peeled as changes are a coming! 


VIEWPOINT 

Rants on the Forum, badly spelt texts on the 
mobile and a wealth of emails and letters - here's 
the choicest cuts. 


CHEATING 
MONKI 




Scouring the games world like, er, the simians that they are, the Cheating 
Monkeys are back with yet more cheats, hints and gaming expertise. 



Nintendo's near-flawless beat-'em-up gets the full 
work-out by our gaming gurus. 


ADVANCE 

handheld 

I I gaming is 
your thing then this is the 
place for you. We review 
the latest games from the 
world of GBA - don't buy 
a game without reading 
this first! 



STUDIO EYE 

^UU^^This month we 
ISU break from 
tradition and speak to SN 
Systems, the people behind 
some of the finest development 
tools for the GameCube. Without 
these people, GameCube games 
wouldn't be so amazing. 


HORIZON 


page 1SS 

Now that it's finally here, CUBE magazine revels in the glut of PAL releases. To find out 
exactly what we'll be revealing in Issue 7, you'd better be checking out these pages... 


BACK ISSUES 


page 1S4 

If you don't want to miss out on the best GameCube magazine on the planet and you want 
to save money, we seriously recommend that you subscribe to ensure that you never miss 
an issue (page 128). More details, and a lovely form to fill in can be found on these pages! 


IN CLOSING... 


page i30 

It's not that he's any less of a man than Mario, but Luigi has always played second fiddle 
to his better-known brother. We chart the highs and lows of the star of Luigi's Mansion. 










































I55UE EIH 


VIEWPOINT 





the praise, the angst, the comedy... IT'S JUST ANOTHER 
SELECTION OF THIS MONTH'S ENTERTAINING MAILS... 

There's hardly a 
moment when you guys 
don't get in touch - be 
it on the phone at 
4:00pm (you know who 
you are) on the forum, 
via email or good old- 
fashioned snail-mail. 

Keep 'em coming! 


GET IN TOUCH 

Come on then, join in the fun! 
There are loads of ways to get in 
touch with us so there's 
absolutely no reason not to. 

S.EMAIL 

Drop your question in to us via email at 
CUBE(a)paragon.co.uk. 

^LETTER 

CUBE Magazine, Paragon Publishing, St 
Peter’s Road, Bournemouth, BHl 2JS 


DOUBLE DUTCH 

MAYBE YOU SHOULDN’T call the headline 
KZf 'going dutch' but 'laughing at the 
I dutchman'. By the time you read this e-mail 
I probably hanged myself on the tree in the 
backyard or jumped of the balcony. I am 16 
and spend all my life playing Nintendo, 
thinking Nintendo, and being Nintendo. So 
I like Nintendo, and real Nintendoids (nerdy 
word) don't laugh at other Nintendo fans 
(sounds better). But in this case, I think it is 
^ a little humorous. Enough complaining, 
couse it probably won't help anything. 

I've got a few suggestions about your 
magicly designed magazine. 

1: Wy don't you give us each month a few 
pictures of who are candidate for being 
printed up on the front of the mag. Than 
we can vote by e-mail whichone will be it 
(issue's 4 front was a bit childish). 

2: Try to involve readers as much as 
possible by voting for anything, writing 
letters, sending tips ans letters, and a 
special Nintendo-stuff trading page would 
also be need. 

3: Continue making appointments with 
King Miyamoto and respect him...and me 
offcourse. 

4: Place this e-mail, otherwise you will be 


stressed all the time and with e-mails like 
this atleast you have something to laugh 
about. It ha a good effect on the mag. 
you know! 

ps the Dutch soccerplayers in the UK are 
really good eh? Expecially Van the Man, this 
is how you call him right. He played with the 
team were I work...Heerenveen! Greetings, 

HANS WIELSTRA, VIA EMAIL 

CUBE: What? To be continued, no 

doubt... 


DICTIONARY CORNER 

@ HI THERE, JUST writing in response to 
one of the letters in issue 4 of CUBE. 
The letter in question is titled Join The Club! 
The thing that's concerning me is that you 
guy's don't appear to have a proper grasp of 
what THE CUBECUMBER is trying to say 
when asking that you: 'keep running lots of 
proper gander.' 

While you may well be correct in thinking 
that he/she actually meant propaganda, 
which of course would be very fitting in that 
context (i.e. Publicity intended to spread 
ideas or information that will persuade or 
convince people.). I think that in fact he/she 
may be meaning something quite different. 1 
don't know where THE CUBECUMBER is 
from but if it's north of the border you'll find 
that we speak a lot of slang up here. In 


Scotland that is... 

Let me break it down a little for you: 
Proper. Meaning, appropriate or suitable. 
Gander. Meaning(in slang), to look at, 
check out or view. 

So, what I think THE CUBECUMBER 
may have been trying to say was, keep 
running lots of suitable/appropriate 
material for us to look at. (i.e. not the 
stuff he/she referred to as 'dinosaurs, 
basketball and nothing much at all'). 

I may of course be the one who's wrong 
here and if so then yes, it was too humorous 
and should no way have been edited. 

Thanks for your time. Great Mag. and keep 
up the good work. 

SEAN GALLAGHER, VIA EMAIL 
CUBE: Er, thanks for that but as a 
Northerner I am well aware of the 
alternative usage of the word 'gander' 
but in this instance I am pretty sure 
that you are wrong... 

NO 1 FAN... 

y^SICK OF ARGUING with your friends 
vZ^over which console is superior? I 
know I am! Until around a week ago, I 
hadn't had much ammo to back up my 
love for Nintendo. That was until I grabbed 
a copy of Issue 2 of CUBE and read the 
section titled 30 Reasons to Buy A 


H I Wfe want -lawtr 


TEXT 

We’ve got an exclusive SMS text service 
sponsored by Orange. Simply text us your 
question or comment on 07866620761. 


PHONE 


Cal! the CUBE team any time between 4pm 
and 6pm weekdays on 01202 209342 


FAX 


Or send your letter by fax on 01202 
299955. 


Ore they going 2 bring out 
conker’s BED 2 on the GameCube? 
CUBE: Ule hope sol 

I think myamoto should remake a Zelda 
title like majoras mask for the cube 
using the original graphics planned 
rather than the cartoonish ones. 

CUBE: He does not think so... 

UR mnCRZIRE R0H.imSiK0E 
mHGZTHHTOUERHTE GHIRES. 

GiU UZ mORE PICS OE UllUFRB! ROLL 

on mnv! 

CUBE: lUe’re sick of magazines that 
ouerrate themselves... 

i found the GC 4 £150....it took me 
5 mins 2 find it from an 
independent store, in 


L0nD0n!!!!...JEHL0US!?..good...hahaha!! 
CUBE: Git! Giue us the address! 

Hlright gamecube! lets be 
honesbnintendo rule! Riddles 
games my ass - it’s the quality, depth 
and innovation! 

CUBE: Isn’t that what we say all the 
time? 

new Zelda UlILL rule wotever it 
loox like! 

CUBE: Ule reckon! 

Rbox is SO Ugly! Ulith its RUIFUL 
designed joypad and the console 
that takes up half your bedroom it’s 
that big. Rt least gamecube focus’s on 
game GREHT niHG. 

CUBE: Ulell quite... 


Ulow is it just me or is the 
gamecube sexy? 

CUBE: Compared to Chandra, no 
Ibecause he’s a rock star) but generalty 
speaking, it is, yes. 

Hi is it true that metal gear solid 
2 will be coming out on 
gamecube? 

CUBE: if rumour is to be believed then 
yes, having said that, you’ll probably 
be able to watch the whole thing in you 
local cinema before long. Please, no 
more ridiculously long exposition EHIU 
sequences... 

IS THERE nEuiHvicnn PLHv mv 
GBR GRmES OnflTUSCREEn? 
CUBE: Ves, but it costs £90 and it 
involves invalidating your guarantee... 


PLERSE, stop showin pictures of 
‘Resident Evil’ it‘s killin me. I I 
know ur just tryin to keep us upto date, ; 
but you’ve shown it every issue I REED 'i 
TO PLRV IT. 

CUBE: Sorry, we 
can’t help 
ourselves... 



























- r-' 

r ■“ ^ 

p r r r 


The CUBE SMS texting service is brought 
you courtesy of Orange. For more information on 

Orange’s range of wirefree''''^ games log on to... 
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orange” 

www.orange.co.uk/multimedia 




GameCube. It had so much material that 
the Xbox and PS2 lovers actually began 
to think and crawl into a shell. Ah yes, 
get ready for the new wave of gaming, 
that is with the GameCube. 

My name is Paul and I am 26-years- 
old, I am a professional accountant and a 
dedicated Nintendo fan. I have owned 
every single Nintendo console, and the 
GameCube will be added to that 
collection. Just thought I would also say 
your magazine rocks. It was the first 
Nintendo magazine that I have seen in a 
long time that is over 100 pages long! 
Actually your issue was 132 pages long, I 
was reading it for days! It was so 
informative and I was fed up with reading 
our lousy Nintendo Gamer Magazine here 
in Australia, which has shrunk down to 60 
pages, with the editors promising the 
magazine to grow in the future (i.e. once 
Cube is officially released) but so what, 
who wants to wait! So, well done 
CUBE, your magazine is now no. 1 in 
my book. 

I want to let all the people over there in 
England and every other country that 
reads this magazine that us GameCube 
owners should be proud. We have a 
superior machine, great games lined up, 
faster release times, cheaper prices (the 
list goes on) also not forgetting the vast 
array of software developers moving to the 
Big N. So hold your heads up high, which 
is what I did and spread the word about 
the GameCube (just carry the list of 30 
reasons to buy Nintendo in your pocket). 

At the company that I work (Hewlett 
Packard) we have many Microsoft 
Certified Engineers. They were all so 
proud of their little Xbox - that was until 
2 things happened: 

1 .The Xbox was released. 

2.1 got stuck into them. 

When the Xbox was released they 
were shocked themselves by its sheer 
size, price and the fact that it's been 
crashing (no new news there for 
Microsoft) and scratching game discs! This 
is not a good way to launch a console, 
sure it sold units (not as many as 
GameCube) but it's really a bad 
experience for all, and when this sort of 
word gets around, it's damaging to 
Microsoft's reputation (who cares). Then 
came the good part. I got stuck into them. 
They had nowhere to run. For years I was 
told the N64 is Poo, and Mario is for kids 
(along with all N64 gamers) and that we 
have no decent racing games compared 
to GTl, 2 & 3, and that Nintendo just 
plain sucked. Now, I reminded them that 
many developers such as Rare are 
committed to Nintendo, plus Capcom and 
Squaresoft are developing for Nintendo. 
Also, Resident Evil is now on Cube, plus 


Point your browser in this direction for the 
opportunity to air your views about all things 
Nintendo - it's like your very own online community! 

WWW. totalgames. net/forum 



Topic: WIN STUFF 
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Right. We are working on the issue that will be out just before launch at 
the moment and we are trying to change a few things> add a few bits to 
CUBE to make sure lt‘s spot-on. 


So, what's missing from CUBE? 


We know about Import charts and we've heard about text length (which we 
have to some extent sorted). But what else is missing? 


We’ll dish out some prizes to the best suggestions... and no 'add a 
controller diagram' Is not a suggestion... 


Rgds, 

Simon 
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© The debate about the price of the GameCube has 
raged on the Forum. Why don't you join in? 


there are so many ports of many games 
which are available on all consoles (i.e.. 
Burnout, Crazy Taxi) which all perform 
better on the GameCube! So there, I said. 
It's not over yet. There are going to be 
hundreds of games out there for the 
GameCube, and the future looks bright. I 
personally don't care about these other 
games etc, I am just a Mario and Zelda 
freak. Give me new versions of Zelda, 
Mario, Banjo, Mario Kart and Mario Party, 
and I will be more than satisfied, because 
if 20 years of gaming has taught me 
anything, and it has, it's that it takes 
something very special to last 20 years (I 
am referring to both Nintendo and Mario) 


and it's not going to be easily replaced. 

Ps: Please publish this letter, it's not 
everyday I dedicate so much time to 
writing and expressing my thoughts 
about computer games, its usually all 
about business. 

PAUL BARBARA, VIA EMAIL 
CUBE: Well, thanks for the kind 
words. We're not necessarily going to 
agree with you regarding the Xbox - 
that's your opinion and the whole thing 
about scratching and crashing, as far as 
we are aware, is rumour. However, for 
lovers of Nintendo games and gaming 
in general there is much to rejoice with 
the advent of the GameCube. 


»MY NAME IS PAUL AND I AM 
S6-YEARS-OLD, I AM A 
PROFESSIONAL ACCOUNTANT” 
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^ Loads for the 
^ cheating 

monkeys this 
Jf month. They're 
^ getting excited over 
the UK launch, but that hasn't stopped the 
usual influx of cheats, so here you go! 


© This violent thrasher contains a few secret characters 
and modes for you to discover. Of course, you could 
always read below to find out how to get them... 


Finish the game three times in a row to unlock the Super-Deformed 
Kids mode. 


ACCESS KOHRYU 


Miracle boy Mirra certainly has plenty of tricks up his sleeve. 
Beat him at his own game with these particular ones. 

ALL OBJECTS IN THE 

ALL THEMES IN THE 

PARK EOITOR |^g|||[|p!S 

Once again, on the main menu press 

Right, Left, Left and B. You will hear a 
sound if done correctly. 

UNLOCK 

EVERYTHING 

At the main menu, press Up, Right, 

Down, Left, Right, Right, Up, Down, Left, 'BRjS 

Right, Up, Left, Right, Right, Down and B. 

This will unlock all bikes, all levels, ail 
sponsors and the riders Mike Dias and 

Amish boy. oio JW||^ 


Start a game in Arcade mode and play without losing a single round. 
You should fight against Kohryu on your fifth match. Carry on until 
the end of the game and you will have him available to you. 


ACCESS URANUS 




To unlock Uranus, complete the Time Attack mode in less than 
20 minutes. 


Finish the game twice to unlock this character. 


Finish the game twice to unlock this character. 


SiLtCr gPCANCfii. 


GAMECUBE HINTS, TIPS AND CHEATS 7 DAYS A WEEKI 
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Calls cost £1.50 per minute at all times. Call charges will appear on your standard 
telephone bill. Please seek permission from the person paying the bill, before ; 
calling. Operating hours seven days a week, from Sam till 11pm. If you have any 
queries call the customer helpline on 0870 739 7602. i 




















































GAUNTLET: 
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CHIMP’LL FIX IT 


© Getting bored with the basic characters 
and weapons on offer with this hack V 
slash extravaganza? Maybe these codes 
below will help add some spice. Just input 
them as a new character's name. 


CODE UNLOCKS 


S&M Dwarf 
Happy Face 
Chainsaw 
Punkrock 
Ninja 

Employee Stig 
Waitress 

Ex-employee Chris 
Football Dude 
Manager Mike 
Karate Steve 
Schoolgirl 
Cheerleader 
Rat Knight 
Regular Garm 
Sickly Garm 
Sumner 
Sky General 
Mountain General 
Town General 
Castle General 
Ice General 
Desert General 
Battle General 
Pojo The Chicken 
Stick Figure Jester 
Warrior With Rat's Head 
Big-Headed Jester 
Knight In Ninja Gear 
With Claws 
10,000 Gold 
Invincibility 
Invisibility 
Super Crossbow 
Triple Shot 
Reflect Shot 
Anti-Death 
X-Ray Vision 
Full Turbo 
Shrunk Enemies 
Nine Potions And Keys 
Quick Run 
Quick Throw 


KJH105 

PNKeee 

TAK118 

STC333 

KA0292 

CSS222 

RIZ721 

DIB626 

SJB964 

AYA555 

CEL721 

RAT333 

GARM99 

GARMOO 

SUM224 

SKYIOO 

MTN200 

TWN300 

CAS400 

ICE600 

DES700 

BAT900 

EGG911 

STX222 

RAT333 

PNK666 

TAK118 

10000K 

INVULN 

000000 

SSHOTS 

MENAGE 

REFLEX 

1ANGEL 

PEEKIN 

PURPLE 

DELTA1 

ALLFUL 

XSPEED 

QCKSHT 




MONKEY TROUBLE 

Dear Cheating Monkeys, 

I've been enjoying a lot of Super Monkey Ball recently. 
The multiplayer games are a riot! However, when it 
comes to the single-player game, I'm as good as dead. 
It's Advanced level, floor 15 that's the problem. Help! 

Marcus Harms, London 

The monkeys say... 

"Well, we know what you mean. This floor is particularly 
difficult but, as with everything in life, you just have to 
practice a lot. There are a few things you can do, 
however, to ease the pain. The first thing you should do, 
as the second the level begins, is to quickly roll 
fonrt/ards. You should jump the track in front of you, 
saving a lot of effort. Now just try and follow the path 
without veering too far from the inside of the turns. 
Don't go for the bananas at the moment, you will more 
than likely fall off the edge." 

EXTREME TIPS 

Dear Cheating Monkeys, 

I have Extreme CJ. To put it mildly, it's fast. 1 love it. I 
just can't get anywhere though - I hit the wall on every 
corner, and the computer is always dropping those 
mines that I immediately hit. What do I do? 

Robert Stone, Maidenhead 

The monkeys say. .. 

"The first thing you should do is learn the courses. Every 
single corner and hill will need to be imprinted into 
your head, as once you start racing in the faster classes, 
you won't have time to see where you are going. Use 
the force, baby. 

Another thing to keep in mind is that holding down 
on the stick when going uphill will give you better 
traction, and holding forward when going downhill will 
speed you up slightly. 

Don't waste money on weapons at the start either. 
Keep buying better engines, and then start buying 
weapons. Go for the rockets and micro mines, as they 
are the most simple and effective weapons available, as 
well as being cheap. 

The main thing, though, is to just memorise the 
courses, as the computer will get VERY tough later on." 


MANIC MANSION 

Dear Cheating Monkeys, 

A bit late to the fold, I'm afraid - I've only just got hold 
of Luigi's Mansion. I've heard from everybody that it's 
way too easy, but I'm finding a boss to be quite hard. 

It's the Level 2 one. Shadow. Any advice? 

Alan Murdock, Dorset 

The monkeys say... 

"It's simply a case of knowing what to do here. After 
that, it's easy. 

You are aiming for the purple shadow, ultimately, but 
its black copies are the ones causing hassle. So go for 
one of these. As you vacuum it, it will form into a ball. 
Quickly go for the purple shadow (just look for the one 
giving off light) and let go. Now the purple shadow is 
ripe for attack. Suck away. Be careful of the black 
shadow on your nozzle though, as if you spend too long 
with it there, it will explode, causing you harm." 


li 
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SHARE YOUR GAMING GENIUS! 


If you have any tips or cheats that you would like to share with our 
monkeys, then feel free to send them into: Paragon Publishing. Paragon 
House, St Peter's Road, Bournemouth, BH1 2JS. Who knows, you may 
even win a prize! 
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Want to be the greatest Nintendo 
fighter in the world? Well, you've come || 
to the right place... we've got all the ^ 
moves you'll ever need! 


Before beginning to play Super Smash 
Brothers Melee, there are a number of 
specific skills and techniques that you'll 
need to master... 


After hitting the X/Y Button to jump once, you can ’\. 
do it again when your character reaches their peak 
jump a second time. On top of this, using any 
character's Up + B move will result in them flying up 
higher in some way (although the technique used is 
different from fighter to fighter). This technique Is important to 
learn as it can save your life when thrown off the stage... 


Holding down either of the Trigger Buttons will raise a shield around ' 
your character, but you can also dodge out of the way by pressing Left 
or Right on the Analogue Stick while defending. You can use this 
technique to pass through opponents and pull off a sneak attack 
from behind. 


From a standing position, slam the Analogue Stick in any direction to 
start your character sprinting - this can help you get 
away or follow up with a dashing attack. v 


In the same way that you slam the Analogue Stick to 
sprint, doing so while hitting the A or B Buttons allows 
you to perform a Smash Attack. These attacks are 
^ much more powerful than regular attacks and 
1^^ can send your opponents flying off the stage 
without a chance to recover. They are 

also the key to earning coins for the { 
' Trophy Lottery. 


©inFDRmRTiDn 


GENRE; 


PLAYERS: 1-4 


CUBE SCORE: 8.5 


tf you want a chance of becoming 
the best Smash fighter around, 
you'll need to know exactly how 
to control your character... 


Moves your character - push hard , 
in a direction and you run, hit Up 
and you jump. Hold Down on some 
platforms and you'll fall through. 


This is the main attack button - 
combine It with various directions 
on the Analogue Stick to perform a 
number of attacks. 


This is the special attack button - 
combine it with various directions 
on the Analogue Stick to perform a 
number of attacks. 


Holding down the R Trigger will 
make your character defend, while 
pushing a direction at the same 
time will roll them out of the way. 


Z makes your character perform a 
throw, much like hitting either trigger 
and the A Button together. While 
holding an item, pressing Z will 
make your character throw it. 



Holding down the L Trigger will 


make your character defend, while 


pushing a direction at the same 


time will roll them out of the way. 
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BASIC ■ 


Punch . 

...A 

Punch Combo . 

... A, A, A 

Uppercut. 

...Up, A 

Sweep Kick . 

... Down, A 

Front Kick. 

... Forward, A 

Vertical Punch . 

...Up +A 

Spinning Sweep Kick .... 

... Down + A 

Flaming Punch. 

... Smash + A 

Baseball Slide . 

... A (while running) 

AERIAL 

Jump Kick. 

...A 

Rear Spin Kick. 

...Up + A 

Diagonal Spinning Kick .. 

... Down + A 

Mule Kick - Back. 

...A 

Downward punch . 

... Smash + A 

SPECIAL 

Fireball. 

...B 

Cape - Smash. 

...B 

Super Jump Punch . 

...Up 4- B 

Mario Tornado. 

... Down + B 




PIHR PIHRP PIHR-PIHR CHUUU! 

BASIC 

Headbutt . 

.. .. A 

Tail Whip . 

.... Up, A 

Tail Sweep. 

.... Down, A 

Front Kick . 

.... Forward, A 

Overhead Tail Whip . 

. ...Up + A 

Spinning Tail Sweep . 

.... Down + A 

Electric Jolt . 

.... Smash + A 

Running Headbutt . 

.... A (While 
Running) 

AERIAL 

Spin . 

...A 

Overhead Tail Spin . 

....Up +A 

Electric Driver . 

_ Down + A 

Rear Horizontal Spin. 

.... Back + A 

Spinning Electrical Headbutt_ 

.... Smash + A 

SPECIAL 

Thunder Jolt . 

...B 

Skull Bash . 

.... Smash + B 

Quick Attack . 

.. .Up 4- B 

Thunder . 

.... Down + B 



iwaaaE- 


F=EEL mV SHELL CRUSH! 


BASIC 

- 


Slash . 

. A 


Twin Slash. 

. A, A 


Overhead Slash . 

. Up, A 


Low Slash . 

. Down, A 


Front Punch . 

.Forward, A 


Spiked Smack . 

. Up 4-A 


Shell Spin. 

. Down + A 


Headbutt . 

. Smash + A 


Running Headbutt . 

. A (While Running) 

AERIAL 

Shell Spin . 

.A 


Overhead Slash . 

. Up +A 


Shell Crush . 

. Down + A 


Rear Shell Crush . 

. Back + A 


Air Elbow. 

. Smash 4- A 


SPECIAL 

Fire Breath. 

.B 


Koopa Klaw . 

. Smash + B 


Whirling Fortress . 

. Up + B 


Bowser Bomb . 

. Down + B 



























































































TROPHIES 


Although trophies don't actually do anything in the game (besides 
offering a comprehensive catalogue of Nintendo's history), they're worth 
earning if you want to say that you've truly completed Super Smash 
Brothers Melee. Why? Because it takes so much work to collect them all, 
it's scary... so here's a rundown of how to collect all 290 of them! 


nni MARIO 

UU I Complete Classic mode with Mario 

nnOMARiO (SMASH} RED 
UUfcComplete Adventure mode with Mario 

nnOMARiO (SMASH} BLUE 
UuMComplete All-Star mode with Mario 

KONG 

UUHComplete Classic mode with 
Donkey Kong 

nriR^CSNKEY KONG 
UUUtSMASH} REO 

Complete Adventure mode with 
Donkey Kong 

nflRCSONKEY KONG 

UUDcsmash] blue 

Complete All-Star mode with 
Donkey Kong 

nn7LiNK 

UU f Complete Classic mode with Link 

(smash} reo 

UUOComplete Adventure mode with Link 

(SMASH) BLUE 

UUUG 


'Complete All-Star mode with Link 

.SAMUS ARAN 

IComplete Classic mode with Samus 


nnnSAMUS ARAN 

U lUr 

SAMUS ARAN 
U I I (SMASH) REO 

Complete Adventure mode with Samus 

n^QSAMUS ARAN 
U I C (SMASH) BLUE 

Complete All-Star mode with Samus 


Scomplete Classic mode with Yoshi 

fli/lYOSHf (SMASH) REO 

U I HComplete Adventure mode with Yoshi 

fliRYOSHi (SMASH) BLUE 

U I JComplete All-Star mode with Yoshi 

* KIRBY 

I Complete Classic mode with Kirby 

nil KIRBY (SMASH) REO 

U I f Complete Adventure mode with Kirby 

niQKIRBY (SMASH) BLUE 

U I OComplete All-Star mode with Kirby 

1 FOX Ml 

Complete C 


Complete Adventure mode with Fox 


Complete All-Star mode with Fox 

nQQPIKACHU 

UtCComplete Classic mode with Pikachu 

nQQRiKACHU (SMASH) REO 
UCuComplete Adventure mode with Pikachu 

nO/l PIKACHU (SMASH) BLUE 

UCH Complete All-Star mode with Pikachu 

noRi^i^ss 

UbilComplete Classic mode with Ness 

nQCNESS (SMASH) REO 

UCU Complete Adventure mode with Ness 


f Complete All-Star mode with Ness 

nOQCAPTAIN FALCON 
UCOComplete Classic mode with 
Captain Falcon 


Complete Adventure mode with 
Captain Falcon 

flOnCAPTAIN FALCON 
UdU(SMASH) BLUE 

Complete All-Star mode with 
Captain Falcon 

HQi BOWSER 

Ud IComplete Classic mode with Bowser 

nQOBOWSER (SMASH) REO 
UdbComplete Adventure mode with Bowser 

nQQBOWSER (SMASH) BLUE 
UddComplete All-Star mode with Bowser 

UdHComplete Classic mode with Peach 

ROC PEACH (SMASH) REO 
UddComplete Adventure mode with Peach 

nOCPEACH (SMASH) BLUE 
UddComplete All-Star mode with Peach 

nOliCE CLIMBERS 

Ud f Cornplete Classic mode with the 
Ice Climbers 


Cornplete Adventure mode with the 
Ice Climbers 

nOQiCE CLIMBERS 
Udu (SMASH) BLUE 

Cornplete All-Star mode with the 
Ice Climbers 

,,ZELOA 

UComplete Classic mode with Zelda 

n/li ZELOA (SMASH) REO 

UH I Complete Adventure mode with Zelda 

ZELOA (SMASH) BLUE 

I Complete All-Star mode with Zelda 


TCompIete Adventure mode with Zelda 

n/IRSHEIK (SMASH) BLUE 

U*f UComplete All-Star mode with Zelda 

n/|CLUiGi 

UHUComplete Classic mode with Luigi 

n/llLUiGi (SMASH) REO 

UHf Complete Adventure mode with Luigi 

n/fOLUIGi (SMASH) BLUE 

UH OComplete All-Star mode with Luigi 

n/IQJIGOLYPUFF 
UHfUComplete Classic mode with Jigglypuff 

ni;n jkbglypuff 
UuU (SMASH) REO 

■ i Adventure mode 


with Jij 


Complete All-Star mode with Jigglypuff 

nCQMEWTWO 

UUkComplete Classic mode with Mewtwo 

nRQMEWTWO (SMASH) REO 
UddComplete Adventure mode with Mewtwo 


nyiQZELOA (SMASH) BLUE 

mcr 

nnQBHEiK 

UH dComplete Classic mode with Zelda 


Complete All-Star mode with Mewtwo 

niiliMARTH 

UddComplete Classic mode with Marth 

nCCMARTH (SMASH) REO 

Ud UComplete Adventure mode with Marth 

nn 7 MARTH (SMASH) BLUE 

Ud f Complete All-Star mode with Marth 

nCQMR GAME S WATCH 

Ud OComplete Classic mode with Mr Game 


Complete Adventure mode with Mr 
Game & Watch 

ncn MR GAME S WATCH 
UDU (SMASH) BLUE 

Complete All-Star mode with Mr Game 
& Watch 


OR MARIO 


OBIPoSpI^/ 


Classic mode with Dr Mario 


■ Complete Adventure mode with 
Dr Mario 

nCQOR MARIO 
UDd(SMASH} BLUE 

Complete All-Star mode with Dr Mario 

nC/lBANONOORF 
UOHComplete Classic mode with Ganondorf 

n C C GANONOORF 
UDd{SMASH) REO 

Complete Adventure mode with 
Ganondorf 

nCCGANONOORF 

UDDtsmash) blue 

Complete All-Star mode with Ganondorf 

nClFALCO LOMBAROI 

UU f Complete Classic mode with Falco 

nCQFALCO LOMBARDI 
UDO(SMASH) REO 

Complete Adventure mode with Falco 

nCQFALCa LOMBARDI 
UD9(SMASH) BLUE 

Complete All-Star mode with Falco 

nnnYauMG link 

U f U Complete Classic mode with Young Link 

nii YOUNG LINK 
Ul I (SMASH) REO 

Complete Adventure mode with 
Young Link 


Complete All-Star mode with Young Link 

niQPiCHU 

U # UComplete Classic mode with Pichu 

ni/IPiCHU (SMASH) REO 
U f ‘IComplete Adventure mode with Pichu 

niRPiCHU (SMASH) BLUE 

U f UComplete All-Star mode with Pichu 

niRROY 

U I UComplete Classic mode with Roy 

nil ROY (SMASH) RED 

U I f Complete Adventure mode with Roy 

niQROY (SMASH) BLUE 

UI OComplete All-Star mode with Roy 

CONTINUED 1 




UJHO 5F1V5 LRDIE5 Cm’T FIBHTF 

SmELL mV EBEE.VDU mUUUER! 

BASIC 


BASIC 

. 

Slap. 

....A 

Front Kick. 

.A 

Double Slap . 

.. . . A, A 

Vertical Tail Whip . .. . 

.Up, A 

Vertical Headbutt. 

.... Up, A 

Tail Sweep. 

.Down, A 

Low Slap. 

.... Down, A 

Strong Front Kick .... 

.Forward, A 

Vertical Kick. 

.... Forward, A 

Vertical Headbutt .. . . 

.Up +A 

Vertical Spinning Slap .. 

....Up +A 

Rear Tail Whip . 

. Down + A 

Low Spinning Kick. 

.... Down + A 

Headbutt. 

.Smash + A 

Foreign Object. 

.. .. Smash + A 

Charging Headbutt . . 

.A (While Running) 

Forward Shove . 

.... A (While Running) 

AERIAL 


AERIAL 


Jump Kick . 

.A 

Spinning Slap. 

...A 

Flip. 

.Up + A 

Vertical Kick. 

...Up +A 

Bicycle Kick. 

.Down + A 

Multiple Kick. 

... Down + A 

Tail Whip. 

. Back + A 

Butt Smack . 

... Back + A 

Headbutt . 

.Smash + A 

Jumping Slap . 

... Smash + A 

SPECIAL 


SPECIAL 


Egg Lay . 

. B 

Toad . 

...B 

Egg Roll . 

.Smash + B 

Peach Bomber. 

... Smash + B 

Egg Throw . 

.Up + B 

Parasol . 

...Up + B 

Yoshi Bomb. 

.Down + B 

Vegetable . 

... Down + B 





I'LL BEE MBU in THE CnnBQI 

BASIC 

■■■ 

Punch . 

...A 

Punch Combo . 

. . . A, A, A 

Vertical Slap . 

... Up, A 

Low Slap. 

.. Down, A 

FoHA/ard Slap . 

... Forward, A 

Overhead Clap. 

..Up +A 

Double Fist Slash. 

... Down + A 

FoHA/ard Clap . 

... Smash + A 

Forward Kick. 

. . . A (While Running) 

AERIAL 

Spin Punch . 

...A 

Headbutt . 

. .Up +A 

Downward Stomp . 

... Down -1- A 

Rear Kick. 

... Back + A 

Downward Fist Smack .. 

... Smash + A 

SPECIAL 

Giant Punch . 

...B 

Headbutt . 

... Smash + B 

Spinning Kong . 

...Up + B 

Hand Slap . 

.. Down + B 


















































































pBavs FIGHT.,, men rhce! I 

BASIC 


Punch. 

.A 

Punch Madness . 

.A repeatedly 

Front Vertical Kick. 

.Up, A 

Sweep Kick. 

.Down, A 

Front Kick. 

.Forward, A 

Vertical Double Kick .... 

.Up-H A 

Double-Sided Kick . 

. Down + A 

Body Slam. 

.Smash -i- A 

Charging Body Slam ... 

.A (While Running) 

AERIAL 

Double Kick . 

.A 

Vertical Flip Kick. 

.Up-H A 

Downward Stomp. 

.Down -1- A 

^ Rear Punch. 

.Back -1- A 

I Knee Butt. 

.Smash -i- A 

SPECIAL 

1 Falcon Punch. 

. B 

1 Raptor Boost . 

.Smash -i- B 

Falcon Dive. 

.Up + B 

Falcon Kick . 

i_ 

. Down + B 



A 




¥DU DOn’T STRnD R CHRnCE! 

BASIC 


Punch . 

A 

Lightning Kicks . 

. A repeatedly 

Vertical Kick . 

Up, A 

Spinning Tail Sweep . 

. Down, A 

Front Kick . 

. Forward, A 

Vertical Flip Kick . 

Up + A 

Spinning Sweep Kick . 

. Down + A 

Front High Kick . 

. Smash + A 

Running Kick . 

A (While Running) 

AERIAL 

Jump Kick . 

A 

Vertical Flip Kick . 

Up + A 

Downward Spinning Kick 

. Down -1- A 

Rear Kick . 

. Back -1- A 

Front Double Kick . 

. Smash + A 

SPECIAL 

Blaster . 

. B 

Fox Illusion . 

.. Smash -i- B 

Fire Fox . 

..Up -f- B 

Reflector . 

. . Down -1- B 


. .. ', 11 

GmBLL BUT DERDLH. THRT'B fTIE! 

BASIC 

Punch . 

A 

Punch Combo . 

. A, A, A 

Vertical Shove . 

• Up, A 

Sweep Kick . 

. Down, A 

Front Kick . 

. Forward, A 

Upper Yo-Yo Spin. 

Up-i-A 

Lower Yo-Yo Spin. 

. Down + A 

Baseball Bat . 

. Smash + A 

Electric Charge. 

. A (While Running) 

AERIAL 

Spinning Slap . 

A 

Headbutt . 

Up -h A 

Downward Stomp . 

. Down 4- A 

Rear Kick . 

. Back + A 

Electric Charge. 

. Smash -i- A 

SPECIAL 

PK Flash . 

B 

PK Fire . 

. Smash + B 

PK Thunder . 

Up + B 

PSI Magnet . 

. Down + B 



















































































5UPER BmnBH BR□ THERB ITIELEE 


n7aMALE WIRE FRAME 

U f □Complete the 100-Man Melee in under 
four minutes in Stadium mode 

nQn^E>^ALE WIRE FRAME 

UOU Defeat 100 opponents in the Endless 
Melee in Stadium mode 

nO^FIGHTING WIRE FRAMES 

UO I Complete the 15-Minute Melee in 
Stadium mode 

nonGiGA BOWSER 
UOkComplete Adventure mode on 

Normal without continuing in less than 
18 minutes 

nOQMASTER HANO 
UOwComplete Classic mode on Hard 
without continuing 

nn/ICRAZY HANO 

UOHComplete Adventure mode 
without continuing 

S FOOD 

Fight 1000 VS matches in VS mode 

nOCMAXIMUM TOMATO 

UODFight 10 VS matches in VS mode 

00*1 HEART CONTAINER 

UOI Fight 100 VS matches in VS mode 

nQQWARP STAR 

UOOWin on the Lottery or collect in Classic, 
Adventure or All-Star mode 

nQQHAY GUN 

UOOWin on the Lottew or collect in Classic, 
Adventure or All-Star mode 

scope 

□ □U Win on the Lottery or collect in Classic, 
Adventure or All-Star mode 

nn^FIRE FLOWER 

U3 I Win on the Lotteiy or collect in Classic, 
Adventure or All-Star mode 

lipstick 

Perform a 21-hit combo in Training mode 


nOCHOME-RUN BAT 

ll^□Win on the Lottery or collect in Classic, 
Adventure or All-Star mode 

^ ^ n METAL BOX 

1 1 U Perform an 11-hit combo in 

Training mode 

/I BUNNY HOOD 

III Perform a total of 126 combos across 
all 25 characters in Training mode 

^/lOCLOAKING DEVICE 

1 1 twin on the Lotteiy or collect in Classic, 
Adventure or All-Star mode 

^nCCLEFAIRY 

1 C3Win on the Lotteiy or collect in Classic, 
Adventure or All-Star mode 

nacFAN 

UODWin on the Lottery or collect in Classic, 
Adventure or All-Star mode 

'I OCELECTRODE 

1 COWin on the Lotteiy or collect in Classic, 
Adventure or All-Star mode 

nOl HAMMER 

UO # Win on the Lottery or collect in Classic, 
Adventure or All-Star mode 

^n7WEEZING 

1 b I Win on the Lottery or collect in Classic, 
Adventure or All-Star mode 

nOQBREEN SHELL 

UOOWin on the Lotteiy or collect in Classic, 
Adventure or All-Star mode 

^ ^ QBARREL CANNON 

1 1 OWin on the Lotteiy or collect in Classic, 
Adventure or All-Star mode 

^OQCHANSEY 

1 tOWin on the Lottew or collect in Classic, 
Adventure or All-Star mode 

nQQFEO SHELL 

U33Win on the Lotteiy or collect in Classic, 
Adventure or All-Star mode 

^^/|PARTY BALL 

1 1 HlWin on the Lottew or collect in Classic, 
Adventure or All-Star mode 

^nnGOLDEEN 

1 C^Win on the Lotteiy or collect in Classic, 
Adventure or All-Star mode 

^ nn FLIPPER 

1 UU Win on the Lottery or collect in Classic, 
Adventure or All-Star mode 

^^CCRATE 

1 1 UWin on the Lottew or collect in Classic, 
Adventure or All-Star mode 

^on STARYU 

1 uU Win on the Lotteiy or collect in Classic, 
Adventure or All-Star mode 

1 U 1 Win on the Lottery or collect in Classic, 
Adventure or All-Star mode 

n ^ CBARREL 

1 1 OWin on the Lottery or collect in Classic, 
Adventure or All-Star mode 

^noSNORLAX 

1 □ 1 Win on the Lottenr or collect in Classic, 
Adventure or All-Star mode 

^n9>V!R: SATURN 

1U twin on the Lottew or collect in Classic, 
Adventure or All-Star mode 

7 CAPSULE 

III Win on the Lotteiy or collect in Classic, 
Adventure or All-Star mode 

onnARTiCUNO 

1 UbWin on the Lottery or collect in Classic, 
Adventure or All-Star mode 

^flQBOB-OMB 

1 UdWin on the Lottew or collect in Classic, 
Adventure or All-Star mode 

^^QEGG 

1 1 Owin on the Lotted or collect in Classic, 
Adventure or All-Star mode 

OOQZAPOOS 

1 uOWin on the Lotteiy or collect in Classic, 
Adventure or All-Star mode 

^n/|NIOTiON-SENSOR BOMB 

1 UHComplete Event Match #03 in 

Event mode 

^^nSMASH COINS 

1 1 □Fight 100 Coin matches in VS mode 

7 Q/IMOLTRES 

1 OHWin on the Lotteiy or collect in Classic, 
Adventure or All-Star mode 


140 


MARILL 

Win on the Lotte^ or collect in Classic, 
Adventure or All-Star mode 


Fight 200 VS matches in VS mode 

UNOWN 

Pass a total hitting distance of 16404ft 


MUSHROOM 

I UdWin on the Lottery or collect in Classic, 
Adventure or All-Star mode 

MUSHROOM 

I UOwin on the Lottery or collect in Classic, 


120 


g02MPSTicK 

J STAR ROD 

Win on the Lottery o._ 

Adventure or All-Star mode 

no/I BEAM SWORO 

□ □•fWin on the Lotteiy or collect in Classic, 
Adventure or All-Star mode 


..-..ttery o_ 

Adventure or All-Star mode 

Si 

.-..tery o_ 

Adventure or All-Star mode 


^n^VENUSAUR 

I £• I win on the Lotte^ or collect in Classic, 


^ni^TARMAN 

I U f Win on the Lottery or collect in Classic, 


I UOWin on the Lottery or collect in Classic, 


.....tery 0 ._ 

Adventure or All-Star mode 

TT/ 

.....tery o._ 

Adventure or All-Star mode 


^ ATTACK 

I UDWin on the Lottery or collect in Classic, 


Win on the Lottery or collect in Classic, 
Adventure or All-Star mode 

IR 

__e^ G 

Adventure or All-Star mode 

^OQCHARIZARD 
I CbWin on the Lottery or collect in Classic, 
Adventure or All-Star mode 

^QQSOUiRTLE 
I bUWin on the Lottery or collect in Classic, 
Adventure or All-Star mode 

q n/IBLASTOiSE 
I tHWin on the Lottery or collect in Classic, 
Adventure or All-Star mode 


^QCMEW 

I UuUnlock ALL characters and VS stages, 
then complete All-Star mode on Hard 

^neCHIKORITA 
I UUWin on the Lottew or collect in Classic, 
Adventure or All-Star mode 

^ OTCYNDAOUIL 

to I win on the Lottery or collect in Classic, 
Adventure or All-Star mode 

^QQTQGEPI 

I uOwin on the Lotteiy or collect in Classic, 


..-..ttery o_ 

Adventure or All-Star mode 

OM 

..-..:ery o._ 

Adventure or All-Star mode 


^ QQBELLOSSOM 
I UOWin on the Lottery or collect in Classic, 


1 

^/inUNOWN 

I Pass a total hitting distance ot 1 
during the Home^un Contest in 
Stadium mode 

A n Q WOBBUFFET 

I HOWin on the Lottew or collect in Classic, 
Adventure or All-Star mode 

^/l/lSCiZOR 

I HHWin on the Lotteiy or collect in Classic, 
Adventure or All-Star mode 

^/ICPORYOON a 

IHUWin on the Lotteiy or collect in Classic, 
Adventure or All-Star mode 

^/ICRAiKOU 

I HrOwin on the Lottery or collect in Classic, 
Adventure or All-Star mode 

fENTEi 

f Complete Eve 
Event mode 

i/IQSUICUNE . . 

I HOWin on the Lotteiy or collect in Classic, 
Adventure or All-Star mode 

<|/|QLUGiA 

I OWin on the Lottery or collect in Classic, 
Adventure or All-Star mode 


Adventure or All-Star mode 

^C/ICELEBI 

I iJ I Unlock ALL characters, VS stages and 
score 5000 KOs in VS mode, then 
keep throwing Pokeballs until Celebi 
appears... though the chances are 
very low! 

TOAD 

^Win on the Lotteiy or collect in Classic, 
Adventure or All-Star mode 

^CQCOiN 

I JOWin on the Lotteiy or collect in Classic, 
Adventure or All-Star mode 

corjr!!!N.u :!3 



MDU'RE EOnOR EET HRmRERED! 


BASIC 

Hammer . A 

Hammer Combo . A, A 

Vertical Hammer Spin . Up, A 

Low Hammer Slash . Down, A 

Front Hammer Slash . FonA/ard, A 

Vertical Hammer Slash.Up + A 

Downward Hammer Spin . Down + A 

Hammer Smack . Smash + A 

Charging Hammer Slash . A (While 

Running) 

AERIAL 

Spin . A 

Vertical Hammer Shove . Up + A 

Downward Hammer Smack .. Down + A 

Rear Hammer Slash . Back + A 

Hammer Smack . Smash + A 

SPECIAL 

Ice Shot . B 

Squall Hammer . Smash + B 

Belay . Up + B 

Blizzard . Down + B 



ERRE TD TEST mV RPPETITEP 


BASIC 


Punch . 

. A 

Punch Flurry . 

. A repeatedly 

Vertical Kick . 

. Up, A 

Low Kick . 

. Down, A 

Front Kick . 

. Forward, A 

Vertical Flip Kick .. 

. Up + A 

Sweep Kick . 

. Down + A 

Strong Kick . 

. Smash + A 

Fireball . 

. A (While Running) 

AERIAL 

Spin . 

. A 

Vertical Flip Kick . 

. Up +A 

Drill Kick . 

. Down + A 

Rear Kick . 

. Back + A 

Multiple Kick . 

. Smash + A 

SPECIAL 

Swallow . 

. B 

Hammer . 

. Smash + B 

Final Cutter . 

. Up + B 

Stone . 

. Down + B 




FRnC¥ R DUICH ERRPPLEP 


BASIC 

Punch . 

Punch Combo . 

Vertical Kick . 

Fire Blast . 

Front Kick . 

Fire Blast . 

Sweep Kick . 

Blaster Punch . 

Charging Body Slam 


AERIAL 

Jump Kick . 

A 

Vertical Spinning Kick . 

.Up +A 

Downward Blaster Punch . 

. Down + A 

Rear Kick . 

. Back + A 

Front Fire Blast . 

. Smash + A 

SPECIAL 

Charge Shot . 

B 

Missile . 

. Smash + B 

Screw Attack . 

Up + B 

Bomb . 

. Down + B 


A 

A, A, A 
Up, A 
Down, A 
Forward, A 
Up + A 
Down + A 
Smash + A 
A (While Running) 



















































































r- 

ZELDA 


FDR THE PEDPUE DP HVRUI E! 

i 

BASIC 



Magical Blast . 

...A 


Vertical Slap . 

... Up, A 


Low Kick. 

... Down, A 

> 

Front Slap. 

... Forward, A 


Vertical Magical Blast.... 

...Up +A 


Sweep Kick. 

... Down + A 


Magical Force. 

... Smash + A 


Running Magical Force .. 

... A (While Running) 

/ 

AERIAL 


} 

Spinning Slap. 

...A 


Overhead Flames. 

...Up + A 


Downward Stomp. 

... Down + A 


Rear Kick. 

... Back + A 

/ 

Jump Kick. 

... Smash + A 

/ 

SPECIAL 



Nayru's Love. 

...B 


Din's Fire. 

... Smash + B 


Farore's Wind. 

...Up + B 

) 

Transform into Sheik .... 

... Down + B 



h^nim DERTH liJil.L RE HOnOURRBLE 


BASIC 

Punch . 

...A 

Punch Flurry . 

. . . A repeatedly 

Vertical Kick . 

. . . Up, A 

Sweep Kick . 

... Down, A 

Roundhouse Kick . 

... Forward, A 

Double Slap . 

...Up + A 

Sweep Kick . 

... Down + A 

Double Kick . 

... Smash + A 

Headbutt . 

... A (While Running) 

AERIAL 

Jump Kick . 

...A 

Vertical Spinning Kick .. 

...Up + A 

Downward Stomp . 

... . Down + A 

Rear Kick . 

.... Back + A 

Slap . 

. .. . Smash + A 

SPECIAL 

Needle Storm . 

...B 

Chain . 

.... Smash + B 

Vanish . 

...Up + B 

Transform into Zelda . .. 

.... Down + B 



f FIEHT FDR THE LRDV SEUDH 

BASIC 

Sword Slash . 

..A 

Sword Combo . 

.. A, A, A 

Vertical Sword Slash. 

.. Up, A 

Low Sword Slash . 

. . Down, A 

Sword Slice. 

.. Forward, A 

Overhead Sword Combo . 

..Up + A 

Low Sword Slash . 

. . Down + A 

Strong Sword Slash . 

. . Smash + A 

1 Charging Sword Slash .... 

.. A (While Running) 

AERIAL 

Jump Kick. 

..A 

Vertical Sword Stab. 

..Up + A 

Downward Sword Stab . . . 

.. Down + A 

Rear Double Kick . 

.. Back + A 

Sword Slash . 

.. Smash + A 

SPECIAL 

Bow . 

..B 

Boomerang. 

.. Smash + B 

Spin Attack . 

..Up + B 

Bomb . 

. . Down + B 












































































EUPER BmREH BRDTHERE HELEE 


^ K/l VEGETABLE 

Ia4\ 


I U I Win on the Lottery or collect in Classic, 


iWm on the Lottenr or collect in Classic, 
Adventure or All-Star mode 

IMEGAVITAMIMS 

Iwin on the Lottery or collect in Classic, 


7 KLAP TRAP 

Win on the Lottery o. - 

Adventure or All-Star mode 


156 


....eiy G. _ 

Adventure or All-Star mode 

LOfM LOM MILK 

IComplete the Target Test with all 25 
characters with a total time of 25 
minutes or under in Stadium mode 


KIRBY HAT 1 

I a I Win on the Lottery or collect in Classic, 
Adventure or All-Star mode 

^EQKiRBY HAT 2 
I aOwin on the Lottery or collect in Classic, 
Adventure or All-Star mode 

A CQKiRBY HAT 3 
I aawin on the Lottery or collect in Classic, 
Adventure or All-Star mode 

HAT A 

I DUunlock Mr Game & Watch 

/I CQKIRBY HAT 5 

I O I Unlock Dr Mario, Falco, Young Link, 
Pichu and Roy 

IPRINCESE 
IPEACH'S t_ 

Win on the Lottery or collect in Classic, 
Adventure or All-Star mode 

^GQBULLET BILL 

I uawin on the Lottery or collect in Classic, 


4|CQSHY guys 

I DOWin on the Lottery or collect in Classic, 
Adventure or All-Star mode 

9 PAK E: OERM 

Win on the Lottey or cc 
Adventure or All-Star mode 

^ 7 n TINGLE 

I I U Win on the Lottery or collect in Classic, 
Adventure or All-Star mode 

7 77 MOON 

III Win on the Lottey or collect in Classic, 


_ Win on the Lottey or collect in Classic, 
Adventure or All-Star mode 

I SLIPPY TOAD 

Win on the Lottey or c_ 

Adventure or All-Star mode 


7 a/|KOOPA TROOPA 
I OHWin on the Lottey or collect in Classic, 
Adventure or All-Star mode 

S KOOPA PARATROOPA 

Win on the Lottey or collect in Class! 
Adventure or All-Star mode 




__ _tey 0 

Adventure or All-Star mode 

2 TURTLE 

Win on the Lottey o. _ 

Adventure or All-Star mode 


7 7 0"^- 

I # twin on the Lottey or collect in Classic, 


7 7nPOUR GIANTS 
I I OWin on the Lottey or collect in Classic, 
Adventure or All-Star mode 

77 /lMASTER SWORD 
I I Hwin on the Lottey or collect in Classic, 


Adventure or All-Star mode 
FALCON FLYER 
Fight 150 VS matches in VS mode 

5 f>zero racers 

Complete Adve 
25 characters 


1751 

1 7 Bcomplete Adventure mode with all 


Fight 50 VS matches in VS mode 

7 nQCHOZa STATUE 

I Oil Win on the Lottey or collect in Classic, 
Adventure or All-Star mode 

7 Q/IWHISPY WOOOS 

I OHWin on the Lottey or collect in Classic, 
Adventure or All-Star mode 

7 QCFOUNTAiN OF DREAMS 

I O JWin on the Lottey or collect in Classic, 
Adventure or All-Star mode 

7QCUFO 

I 00 Fight 100 VS matches in VS mode 

7Q7POKEMON STADIUM 

I O f Win on the Lottey or collect in Classic, 
Adventure or All-Star mode 

7QQGAME a WATCH 

I OOComplete Event Match #45 in Event 
mode 

7 nQTARGET 

I OuComplete the Target Test with all 25 
characters in Stadium mode 


7 OCREOEAD 

I ODwin on the Lottery or collect in Classic, 
Ml-Stai 


Adventure or AN-Star mode 

IDCTDROK 

F Win on the Lottey 0 _ 

Adventure or All-Star mode 


ISIwn on the Lottey or collect in Classic, 


^0gSANDBAG 


.'Win on the Lottey or collect in Classic, 
Adventure or All-Star mode 

7 C|;PIDGiT 

I □ JWin on the Lottey or collect in Classic, 
Adventure or All-Star mode 

S BiRDD 

Win on the Lottey o._ 

Adventure or All-Star mode 


777 MUTE CITY 

I I I . 


Wm on the Lottey or collect in Classic, 
Adventure or All-Star mode 

7 7QARWiNG 

I I OWin on the Lottey or collect in Classic, 
Adventure or All-Star mode 

7 7 QGREAT FDX 
I # IlWin on the Lottey or collect in Classic, 
Adventure or All-Star mode 


Hit the Sandbag over 984ft in the 


7 07 BATTLEFIELD 

I U I Complete All-Star mode with any 
character 

7QnF{NAL DESTINATION 
I SltComplete Event Match #51 in 


7aQLIKE LIKE 

I DOWin on the Lottey or collect in Classic, 
Adventure or All-Star mode 

7QQTDPI 

I UDWin on the Lottey or collect in Classic, 
Adventure or All-Star mode 

BEAR 

C.UU Win on the Lottey or collect in Classic, 
Adventure or All-Star mode 

1 RACCOON MARIO 

Win on the Lottey or collect 
Adventure or All-Star mode 

nnQNIETAL MARIO 

bUkWin on the Lottey or collect in Classic, 
Adventure or All-Star mode 

nflQPAPER MARIO 

bUtlHit the Sandbag over 1476ft in the 

Home Run Contest in Stadium mode 


nn 7 WALUfGi 

£mii I Win on the Lottey or collect in Classic, 
Adventure or All-Star mode 

QnQ'T’HWOMP 

CUOWin on the Lottey or collect in Classic, 
Adventure or All-Star mode 

nnOBOO , . 

£U3Win on the Lottey or collect in Classic, 
Adventure or All-Star mode 

n 7 nK:ooPA clown car 

C 113 Win on the Lottey or collect in Classic, 
Adventure or All-Star mode 

07 7 VIRUSES 

£ I I Win on the Lottey or collect in Classic, 
Adventure or All-Star mode 

979 BUCKET 

C I twin on the Lottey or collect in Classic, 
Adventure or All-Star mode 

97QRACiNG KART 

C I UWin on the Lottey or collect in Classic, 
Adventure or All-Star mode 

97/IBABY MARIO 

b I *tWin on the Lottey or collect in Classic, 
“l-Star n 


Adventure or All 


97 I;baby bowser 

diuw 


Jwin on the Lottey or collect in Classic, 




97 I:raphael raven 

C iDr 


Complete All-Star mode 
without continuing 


Dwin on the Lottey or collect in Classic, 
Adventure or All-Star mode 

DIXIE KONG 

Win on the Lottey or collect in Classic, 
.I-Star n ' 


2Q5PLUM 


Iwin on the Lottey or collect in Classic, 


^ggGOOMBA 


Complete Event Match #14 in 


2Q0pArsY 


Jwin on the Lottey or collect in Classic, 
Adventure or All-Star mode 


Adventure or All-Star mode 

97 OKING K ROOL 
C I OWin on the Lottey or collect in Classic, 
Adventure or All-Star mode 

97QOaRON 

C I UWin on the Lottey or collect in Classic, 
Adventure or All-Star mode 




TD UnLDlIH; CnmPLETE 

CLPEEIC mODE lillTH fTIRRIO 

BASIC 

'll 

.. .A Ji 

...A,A,A 

Punch . 

Punch Combo . 

Uppercut . 

.... Up, A 

Sweep Kick . 

.... Down, A 

Front Kick . 

.... Forward, A 

Headbutt . 

. . . Up-H A 

Sweep Kick . 

.... Down + A 

Shock Therapy . 

.... Smash + A 

Slide Kick . 

.... A (While Running) 

AERIAL 

Jump Kick . 

...A 

Vertical Flip Kick . 

...Up + A 

Spinning Kick . 

.... Down + A 

Rear Kick . 

.... Back + A 

Punch . 

.... Smash + A 

SPECIAL 

Megavitamins . 

B 

Super Sheet - Smash .. 

...B 

Super Jump Punch . 

...Up + B 

Dr Tornado . 

.... Down + B 


LUIGI 

IL 

TD UnLDCH: CDITIPLETE THE 

muEHRnnm etree dp 

ROUEnTURE fTlEDE LUITH THE 

FDURTH DIBIT DF THE TlfTlER RE R 

TtUO (EG 

• 



BASIC 

Su s 

Punch . 

^ Cv.# 

Punch Combo . 

A, A, A - - 

Overhead Punch . 

Up, A 

Low Kick . 

.. Down, A 

Front Kick . 

.. Forward, A 

Downward Punch . 

..Up +A 

Sweep Kick . 

.. Down + A 

Forward Shove . 

.. Smash + A 

Temper Tantrum . 

.. A (While Running) 

AERIAL 


Jump Kick . 

..A 

Vertical Flip Kick . 

..Up +A 

Downward Stomp . 

. Down + A 

Rear Kick . 

.. Back + A 

Slap . 

.. Smash + A 

SPECIAL 


Fireball . 

B 

Green Missile . 

.. Smash + B 

Super Coin Jump . 

..Up + B 

Luigi Cyclone . 

.. Down + B 



TO URLDCH: CamPLETE EUEnT 
in EUEHT mODE 

BASIC 

Punch . A 

Wizard Rage . Up, A 

Sweep Kick . Down, A 

Roundhouse Kick . FonA/ard, A 

Vertical Double Kick . Up + A 

Twin Kick . Down + A 

Body Slam . Smash + A 

Charging Body Slam . A (While Running) 

AERIAL 

Front Double Kick . A 

Vertical Flip Kick . Up + A 

Downward Stomp . Down + A 

Rear Punch . Back -i- A 

Downward Punch . Smash + A 

SPECIAL 

Warlock Punch . B 

Gerudo Dragon . Smash + B 

Dark Dive . Up + B 

Wizard’s Foot . Down + B 


M 
















































































inn-mRn meLEE mRTiiH in 
BTRDIUm moDE 


BASIC 


Punch . 

.... A 

Lightning Kick . 

.... A repeatedly 

Vertical Kick . 

.... Up, A 

Spinning Sweep Kick .. 

.... Down, A 

Front Kick . 

.. . FoHA/ard, A 

Vertical Flip Kick . 

....Up +A 

Spinning Sweep Kick . . 

.... Down + A 

Roundhouse Kick . 

.. .. Smash + A 

Running Jump Kick . 

,... A (While Running) 

AERIAL 

Jump Kick . 

...A 

Vertical Flip Kick . 

. . . Up A 

Spinning Kick . 

.... Down -h A 

Rear Kick . 

. Back + A 

Front Double-Kick . 

.... Smash + A 

SPECIAL 

Blaster . 

... B 

Falco Phantasm . 

.... Smash + B 

Fire Bird . 

...Up + B 

Reflector . 

.... Down + B 




A 

A, A, A 
Up, A 
Down, A 
Forward, A 
Up +A 
Down + A 
Smash + A 
A (While Running) 


A 

Up + A 
Down + A 
Back + A 
Smash + A 


BASIC 

Punch . 

Punch Combo . . 
Overhead Punch . 

Low Kick . 

Front Kick . 

Downward Punch 

Sweep Kick . 

Forward Shove .. 
Temper Tantrum . 


AERIAL 

Jump Kick . 

Vertical Flip Kick .. 
Downward Stomp 

Rear Kick . 

Slap . 


SPECIAL 

Fireball . 

Green Missile .... 
Super Coin Jump 
Luigi Cyclone . .. 



TD URLDEH: CDmPLETE EUEnT 
t43ninEiJEnT moDE 


BASIC 

Headbutt . 

Tail Whip . 

Spinning Tail Sweep 

Front Kick . 

Vertical Headbutt .. 
Spinning Tail Sweep 

Static Blast . 

Running Headbutt .. 


AERIAL 

Spin . 

Tail Spin . 

Electric Driver . . 

Rear Spin . 

Electric Headbutt 


SPECIAL 

Thunder Jolt . 
Skull Bash ... 
Quick Attack . 
Thunder . 


A 

Up, A 
Down, A 
Forward, A 
Up +A 
Down + A 
Smash + A 
A (While Running) 


A 

Up +A 
Down + A 
Back + A 
Smash + A 


B 

Smash + B 
Up 4- B 
Down + B 




































































epujnpN 


EUPE^EITIREH BROTHER^ mELEE 




Unlock ALL characters and VS stages 

nn^MAJORA'S MASK 

Cb I Complete Event Match #47 in 
Event mode 

OCARINA OF TIME 

Win on the Lottery or collect - 
Adventure or All-Star mode 

qOQSAMURAi GOROH 

bllUWin on the Lotteiy or collect in Classic, 
Adventure or All-Star mode 

qn/IOR STEWART 

fctHrWin on the Lotteiy or collect in Classic, 


Adventure or All-Star mode 

OnCI-ANDMASTER TANK 
bCDScore over 1000 KOs in vS mode 

OnTWOLFEN 

(LC,! Win on the Lo—., —— 

Adventure or All-Star mode 

nOQANOROSS 

kbOwin on the Lottery or collect in Classic, 
Adventure or All-Star mode 

nnnANOROSS 

CbUWin on the Lotte^ or collect in Classic, 
Adventure or All-Star mode 

nqnsAMUS’S starship 

buU Complete the Brinstar section of 
Adventure mode successfully 


23^METR0ID 


-Win on the Lotte^ or collect in Classic, 
Adventure or All-Star mode 

2 RIOLEY 

Win on the Lotteiy -- 

Adventure or All-Star mode 

nOQFIRE KIRBY 

tOOr 


....itteiy 0 . 

Adventure or All-Star mode 

[FIGHTER KIRBY 
iWin on the Lottery or collect 
Adventure or All-Star mode 


nnCBALL KIRBY 

CtIUWin on the Lotteiy or collect in Classic, 
Adventure or All-Star mode 

n/IGTOTODILE 

bHUIWin on the Lottey or collect in Classic, 
Adventure or All-Star mode 

neQHATE GIANT 

b Du Win on the Lottey or collect in Classic, 
Adventure or All-Star mode 

nnnWAOOLE DEE 

CuDWin on the Lotteiy or collect in Classic, 
Adventure or All-Star mode 

ncnCROBAT 

btlU Win on the Lottey or collect in Classic, 
Adventure or All-Star mode 

ne/IRAY MK ii . . 

bO*+Win on the Lottey or collect in Classic, 
Adventure or All-Star mode 

qOlKiNG OEOEOE 

bU f Win on the Lotteiy or collect in Classic, 
Adventure or All-Star mode 

qcqCLEFFA , . 

bU IWin on the Lottey or collect in Classic, 
Adventure or All-Star mode 

nCCBAYONETTE 

bOuWin on the Lottey or collect in Classic, 
Adventure or All-Star mode 

nOQRiCK 

bUOWin on the Lotteiy or collect in Classic, 
Adventure or All-star mode 

n C HiGGLYBUFF 

bUbWin on the Lottey or collect in Classic, 
Adventure or All-Star mode 

nCGANNIE 

bDDWin on the Lottey or collect in Classic, 
Adventure or All-Star mode 

nQQOOOEY . . 

bdUWin on the Lottey or collect in Classic, 
Adventure or All-Star mode 

qCQSTEELiX 

bUUWin on the Lottey or collect in Classic, 
Adventure or All-Star mode 

nC 7 TOM NOOK 

bD f Earn a total of 1000 coins to spend on 
the Lottey 

n/in META»KNIGHT 

bHU Win on the Lottey or collect in Classic, 
Adventure or All-Star mode 

n c/iheracross 

bUHWin on the Lottey or collect in Classic, 
Adventure or All-Star mode 

nCQTOTAKEKE 

bOOWin on the Lottey or collect in Classic, 
Adventure or All-Star mode 

n/iqPAULA 

CH IWin on the Lottey or collect in Classic, 
Adventure or All-Star mode 

nCCMEOWTH 
bUiJComplete All-Star mode with all 

25 characters 

nCQMR: RESETT! 
bOuDefeat five enemies during the Cruel 
Melee in Stadium mode 

nyinJEFF 

bHbWin on the Lottey or collect in Classic, 
Adventure or All-Star mode 

ncnPROFESSOR DAK 

bUDWin on the Lottey or collect in Classic, 
Adventure or All-Star mode 

QlflHERiRIN 

b 1 U win on the Lottey or collect in Classic, 
Adventure or All-Star mode 

n/|Qpoo 

bHOWin on the Lottey or collect in Classic, 
Adventure or All-Star mode 

nc 7 MISTY 

b«l # Win on the Lottey or collect in Classic, 
Adventure or All-Star mode 

077 ALPHA 

b 1 IWin on the Lottey or collect in Classic, 
Adventure or All-Star mode 

9 /I/ISTARMAN 
bHHwin on the Lottey or collect in Classic, 
Adventure or All-Star mode 

ncnZERO-ONE 

bUOWin on the Lottey or collect in Classic, 
Adventure or All-Star mode 

■noVACUUM LUIGI 
b 1 bWin on the Lottey or collect in Classic, 
Adventure or All-Star mode 

nil CBULBASAUR 
b*f UWin on the Lottey or collect in Classic, 
Adventure or All-Star mode 

nCQMARUa MARUHiGE 

bUuWin on the Lottey or collect in Classic, 
Adventure or All-Star mode 

n 7 nPiKMiN 

b # uWin on the Lottey or collect in Classic, 
Adventure or All-Star mode 

qyiCPOLlWHIRL 

bHOWin on the Lottey or collect in Classic, 
Adventure or All-Star mode 

nCflP^YOTA HAYAMI 

bOU Win on the Lottey or collect in Classic, 
Adventure or All-Star mode 

n 7 y|CAPTAIN OLIMAR 

b # HSave the game using a memoy card 
containing a Pikmin save file 

n/lTDITTO 

bH # Win on the Lottey or collect in Classic, 
Adventure or All-Star mode 

nC^KENSUKE KIMACHt 

bU 1 Win on the Lottey or collect in Classic, 
Adventure or All-Star mode 

n 7 i;EXCiTEBIKE 
b 1 Dwin on the Lottey or collect in Classic, 
Adventure or All-Star mode 

n/IQEEVEE 

biHOWin on the Lottey or collect in Classic, 
Adventure or All-Star mode 

qcnLOVE GIANT 

bObWin on the Lottey or collect in Classic, 
Adventure or All-Star mode 

07CDaNKEY KONG JUNIOR 

b f OComplete Classic mode with all 

25 characters 


nTTDUCKS 

Cl# 


Win on the Lotteiy or collect in Classic, 
Adventure or All-Star mode 

n^QBUBBLES 

C. I OWin on the Lotteiy or collect in Classic, 
Adventure or All-Star mode 


9 EGGPLANT MAN 

Win on the Lottery or collect 
Adventure or All-Star mode 

non MACH RiOER 

COU Earn the Speed Demon bonus at the 
end of any match 

noq BALLOON FIGHTER 

CO I Win on the Lotteiy or collect in Classic, 
Adventure or All-Star mode 

.....:ery c._ 

Adventure or All-Star mode 

iwilTon the Lotteiy or collect in Classic, 
Adventure or All-Star mode 

QQ/IOR: VVRIGHT . 

COHWin on the Lotteiy or collect in Classic, 
Adventure or All-Star mode 

nnCOQNBE ANO HIKARi 

COUWin on the Lottery or collect in Classic, 
Adventure or All-Star mode 

200AYUMi TACHIBANA 


nonSTANLEY . , 

COCwin on the Lotteiy or collect in Classic, 


2831 


IWin on the Lotteiy or collect in Classic, 
Adventure or All-Star mode 

nQ7 MONSTER 

CO I Win on the Lotteiy or collect in Classic, 
Adventure or All-Star mode 


288 


iSHERiFF 

IComplete the Target Test with all 25 
characters with a total time of 15 
minutes or under in Stadium mode 


bOwEarn mll enu-ui-iiidiui uuiiu 
(the ones you have are listed in 
the Records) 

OOflNii^TENOa GAMECUBE 

Cull Win on the Lottew or collect in Classic, 
Adventure or All-Star mode 



TD URLDCH: EDfllPLETE 

ELRBEIC mODE DREE IIJITH A 

RRM DHRRRETER \ 



BASIC 


Punch . 

. A 

Rapid Punch . 

. A repeatedly 

Vertical Kick . 

. Up, A 

Low Punch . 

. Down, A 

Rush Kick . 

. Forward, A 

Headbutt . 

. Up -h A 

Sweep Kick . 

. Down + A 

Front Kick . 

. Smash + A 

Charging Headbutt . 

. A (While 

Running) 

AERIAL 

Jump Kick. 

. . . .A 

Vertical Slap . 

. . . .Up + A 

Drill Kick. 

. . . .Down + A 

Rear Kick. 

... .Back + A 

Side Kick. 

.. . .Smash + A 

SPECIAL 

Rollout . 

. . . .B 

Pound . 

. . . .Smash + B 

Sing. 

.. . .Up + B 

Rest. 

. . . .Down + B 



TD UnLEEH: PLRV UE mODE 
FDR EITHER SD HDURE DR 
inn (TIRTEHEE S 


Psychic Punch . 

Psychic Wave . 

Vertical Tail Whip . 

Tail Sweep . 

Front Tail Whip . 

Vertical Psychic Blast .. 
Downward Psychic Blast 
Front Psychic Blast 
Charging Psychic Blast . 


A repeatedly 
Up, A 
Down, A 
FoHA/ard, A 
Up + A 
Down + A 
Smash + A 
A (While Running) 


AERIAL 

Psychic Charge . 

Overhead Tail Spin 
Downward Flip Stomp 

Rear Tail Whip . 

Heavy Elbow . 


Up +A 
Down + A 
Back + A 
Smash + A 


SPECIAL 

Shadow Ball . 

Confusion . 

Teleport . 

Disable . 


Smash + B 
Up + B 
Down + B 




Flag Wave . A 

Manhole Flip . Down, A 


Chair Push 


Forward, A 


Headbutt 


Up + A 


Hammer Smack . Down + A 


Flaming Torch . Smash + A 

Charging Headbutt . A (While Running) 


AERIAL 

Double Sword Slash . A 

Parachute . Up + A 

Vertical Key Poke . Down + A 

Rear Turtle Smash . Back + A 

Box Hit . Smash + A 


SPECIAL 

Chef . B 

Judgement . Smash + B 

(Attack changes according to number shown) 

Fire . Up + B 

Oil Panic . Down + B 





































































AND THE 
MISSING 
TROPHY... 


If you're lucky enough to own 
the Japanese version of Super 
Smash Brothers Melee, you'll 
have the chance to earn the 
291st trophy - Tamagon. He's 
been pulled from the PAL 
version of the game for 
reasons beyond our 
understanding (so what if the 
name of the game he's from is 
Devil World!) but at least you 
can rest safe in the knowledge 
that he exists. As for earning 
him... well, it's not as exciting 
as you might think because 
he's available through 
collection in Classic, Adventure 
or All-Star mode, as well as 
being up for grabs on the 
Lottery. Still, you now know 
what you're missing out on... 





TD UnLDCH: PLRV DRE CDITIPLETE 
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BASIC 


Sword Slash . 

...A 

Double Slash . 

.... A, A 

Vertical Sword Slash . 

. ...A 

Low Sword Stab . 

.... Down, A 

Front Sword Slice . 

.... Forward, A 

Vertical Sword Stab . 

. . . Up-L A 

Spinning Sword Slash . 

.... Down + A 

Sword Slice . 

.... Smash -i- A 

Charging Sword Slash . 

. . . . A (While 
Running) 

AERIAL 

Double Sword Slash . 

.. A 

Vertical Sword Slash . 

. . . Up -L A 

Downward Sword Slash .... 

.... Down -1- A 

Rear Sword Slash . 

... Back + A 

Front Sword Slash . 

.... Smash + A 

SPECIAL 

Shield Breaker . 

B 

Dancing Blade . 

. Smash -i- B 

Dolphin Slash . 

. Up -L B 

Counter . 

. Down + B 



Vertical Sword Slash . Up, A 

Low Sword Stab . Down, A 


Vertical Sword Slash . Up, A 

Low Sword Stab . Down, A 

Front Sword Slash . Forward, A 

Vertical Sword Stab . Up + A 

Spinning Sword Slash . Down + A 

Sword Slice . Smash + A 

Charging Sword Slash . A (While 

Running) 


AERIAL 

Double Sword Slash . A 

Vertical Sword Slash . Up -i- A 

Downward Sword Slash . Down + A 

Rear Sword Slash . Back + A 

Front Sword Slash . Smash -i- A 

SPECIAL 

Fire Blade . B 

Double Edge Dance . Smash + B 

Blazer . Up + B 

Counter . Down 4- B 


SUPER, SIVI/^HIIMG 
GREAT SECRETS 



BmHEH VnUR LUHM IHTD THE 


There are plenty of things to unlock in the 
game besides secret characters... although it'll 
take a whole lot of work to find them all! 



■ NEW ^ODE srn^: 

For every 50 VS matches that; you fight, you’ll 

§ unlock^ one of four new arenas to battlein^ 

^ they are, in order of unlocking: 

1. BiaNsmRi»>nisi 

2. F0URSIDE ; 

3. nc BtllE~~ 

JME HflATS i 

Other stages that can be unlocked are 
as follows: 

■ MUSHROOM KINGDOM II (SUBCON): 

Find the Birdo or Pidgit trophies in Adventure 
mode or win it on the Lottery 

■ FLAT ZONE: 

Complete Classic or Adventure mode with Mr 
Game And Watch 

■ BATTLEFIELD: 

Complete All-Star mode once with 
any character 

■ FINAL DESTINATION: 

Complete all 51 event matches in Event mode 

■ YOSHI'S ISLAND (SSB): 

Score over 1300ft in the Home Run Contest 

■ KONGO JUNGLE (SSB): 

Complete the 15-Minute Melee with 
any character 

■ DREAMLAND (SSB): 

Complete the Target Test with all 25 characters 

■ ALL-STAR MODE 

Complete Classic AND Adventure mode with all 
25 characters in the game 

■ SOUND TEST MODE 

Complete Event Match #51 in Event mode 



























































Can you handle the pressure of football management and 

show the stamina to play through a season? 


FOOTBALL’S 


@ inFPRmRTinn 


: PUBLISHER; 

UBI SOFT 

! DEVELOPER 

EXIENT 

GENRE: 

SPORTS 

PLAYERS; 

' 1-2 

RELEASE; 

OUT NOW 

^ BTRTB 

■ OVER 250 TEAMS 


I SEVEN EUROPEAN LEAGUES 


I PLAYER MANAGER GAME 


I GREAT TWO-PLAYER LINK-UP 


■ FULL MANAGER GAME 


IF YOU APPRECIATE gameplay 

over looks, then you might just 
want to check out this offering 
from Ubi Soft. Not long after you 
switch it on and make your team 
selection you'll become aware of 
exactly how much has been 
crammed onto this cartridge. 

Actually, there are two games - 
depending on whether you decide 
to play as a player manager or a 
full manager. The former is by far 
the best option as you get to 
manage the team AND play the 
matches. You'll need to use guile, 
tactical astuteness and hope to 
pick up a little luck as you play 
your way through a gruelling 
championship season. Included are 
European competitions and a 
domestic cup to give the game a 


JO ^ 


STAIt 

GAME 


real feel of authenticity. The 
matches themselves work very well 
with the top-down view and are 
quickly engrossing. It may not have 
the looks of some of its rivals, but 
it plays like a dream. Sadly, the 
great gameplay is not matched by 
the audio - sound is basic, to say 
the least, but this a mere 
blip in an otherwise great 
footy release. 




Sadly, this is true, so money and financial 
considerations are part and parcel of this 
game. In the Finances menu you'll find 
several options available to you for increasing 
the revenue of your club and balancing the 
books. If you want to have a team full of 
superstars, you'll need to have some serious 
money to bankroll them. You are given 
various options of how to make money - 
you might want to rebuild or upgrade the 
stadium, or you could bump up the prices of 
tickets, replica shirts, souvenirs and snacks. 

Be careful not hike prices up so high as to 
put off your loyal fans though! 


Sail 'j. 


iDBnmE BP¥ RDunncE 
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WELCOME TO ADVANCE... 

Well now... seeing as you're reading these words (and that we're now either on or past 
the May launch date, depending on when you're reading the mag), we have to 
assume that you've got yourself a GameCube... or are at least on the cusp of buying 
one. But the question is, have you got a GBA as well? With the price having dropped 
and the games getting better by the month - not to mention the obvious link-up 
capabilities - there has never been a better time to pick up a Game Boy Advance. 

Just think... playing Sonic Adventure 2 Battle on your GameCube, then plugging in 
your GBA and taking the game with you. When it comes to games, can it get any better 
than this? We think not... but then we would say that, wouldn't we? 


@ Only the best make it into ADVANCE - if it isn't here, it isn't worth buying. 


ALEX FERGUSON’S 
PLAYER MANAGER ** 
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PLATFORMER OR 
FUZZIER? 

To collect the game's many items (keys, stars and 
gems) there are a variety of puzzles to be 
negotiated. The early levels themselves start off 
with simple objectives like grabbing a nearby 
enemy and bouncing to the adjacent ledge, 
collecting the key and simply moving onto the next 
screen. However, this starts to increase in intensity 
as later levels really get that grey matter sweating - 
where grabbing, bouncing, flapping and throwing 
are required collectively to successfully complete 
the game's challenging later visions. 


' w ' w w ' w.wwww WWW r w ww iFr"r y r w 




KJjONOAi 
EMPIRE OF 


Is it a bird, is it a 
reaiiy cares,., as 

THE PREMISE: UNAVOIDABLY, in a 

world where dreams are 
unquestionably banned, Namco's cat- 
thing stands up to the powers that be 
in order to liberate our inhibited 
minds. So without further ado, we 
wearily enter Klonoa's first vision - 
Fighting City: Ghazzaland. 

Upon commencing your adventure, 
you'll soon realise that you have to 
collect three stars in order to progress 
through the game's joyous levels and 
mini-games, which we must say have 
all been expertly designed. Flapping 
your ears, power bouncing off your 
foes and boarding across the side¬ 
scrolling mini-games, you'll soon get 


piane? Weii, who 
iong as it's good! 

into the swing of things and find that 
there are several different ways to 
reach those high platforms and 
several different ways to collect those 
elusive remaining stars and gems. So, 
with hidden secrets, great mini¬ 
games and a massive challenge, this 
game will have you drooling for more 
whilst attempting to flap your 
unyielding ears. 

Although initially Namco's cat-thing 
may seem somewhat unimpressive, 
his charm and simple controls grace 
the GBA screen unlike any title before 
it. To simply cast this game 
off as another platformer 
would be gaming sacrilege. 




Stuck? 

Don't uiorry. 
ket press START 
^^^elecl "Retry 

^R^klhe menu. 
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PUBLISHER 


NAMCO 


IN-HOUSE 


DEVELOPER 


PLATFORM 


GENRE 


PLAYERS: 


r 


RELEASE: 


OUT NOW 




■ GREAT PLATFORM ACTION 


HIDDEN SECRETS TO DISCOVER 


MINI GAMES 


OVER FORTY LEVELS 


I ■ RVE COLOURFUL WORLDS 
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■ A SUPERB SLICE OF RETRO GAMING 




Q ERtTIE BDV RDURnCE 


-■ y r? [r- .7 L- Ir- 

n-- 


MANIC MINER 


Is WUly still a minor or has 
he ripened over the years? 


IRATIIMG 


©inFDRmRTinn 

PUBLISHER: JESTER INTERACTIVE 

DEVELOPER IN-HOUSE 

GENRE: PLATFORM 

PLAYERS: 1 

RELEASE: OUT NOW 






CEDTitaL. 


CaMERfl 


From the flat 2D classics of old, to the 
high-octane thrillers that grace today's 
most powerful consoles, it is an 
undeniable fact that over the last twenty 
years games have grown up. Although 
we have all come to expect the state-of- 
the-art graphics and thrills exploited in 
modern titles, there really is nothing that 
comes close to the gameplay of old. 










._ 
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DURING THE EARLY Eighties we were 
introduced to one of the first computer games 
characters to ignite our imaginations; the source 
of this inspiration was known to the masses as 
Willy. This strange, yet determined, miner 
strenuously negotiated moving platforms, rancid 
toilets, seals, apes and 'Eugene' amongst many 
other perilous obstacles and enemies in order to 
achieve his primary objective: escape each level 
unscathed, collecting all the exit keys along the 
way. Although his adventures have indeed spread 
through one sequel and a prequel, the best 
example of his wacky and entertaining world is 
simply that of Manic Miner. 

The big question, then, is what has been done 
to show the capabilities of its new host system? 
Well, Jester Interactive has added some treats for 
modern gamers, such as FMV pieces, ten new 
levels and there is the ability to play an enhanced 
version of the game. Yet, fundamentally, there is 
very little difference with the game itself; 
something which may prove to be a 
disappointment if you were expecting a 
graphics overhaul and a breath of originality. 
We also need to mention that, although the 
game is a great example of old-skool 
, gaming for us older players, there is f 




little to justify the £29.99 price tag for 
younger gamers. 


ElB 


TWO PLAY OPTIONS: NORMAL OR ENHANCED 


■ NEAR IDENTICAL TO THE ORIGINAL 


E PLATFORMING ACTION 


RETURN OF A LEGEND 


»1ETRTE 
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WHEN ORDERINS PLEASE QUOTE REF NO: CB 06 


@Qa0[is< 

mm. 


CALL FOR YOUR NEAREST STORE: 0870 112 1111 


OR IF YOU WOULD PREFER TO ORDER BY POST PLEASE MAKE YOUR 
CHEQUE/POSTAL ORDER PAYABLE TO: 'eAMESTATION' AND POST IT TO: 


GAMESTATION 


OPENING HOURS 
MONDAY • FRIDAY; 9;00am-8;00pm 
SATURDAY; 9;00am-5:00pm 

CUSTOMER SERVICE NUMBERJ 
_0870 876 1444-^^^ 



Atari Jaguar 


New Boxed Set With FREE Game 


Buy Any 
2 Products For 


GB Advance ‘Back Track’ rrp.e34.99 

GB Color ‘Rhino Rumble’ rrp.£24.99 

GB Color ‘Yars’ Revenge’ rrp. £19.99 

GB Color ‘Shamus’ rrp.£19.99 

GB Color ‘Towers’ rrp.£24.99 

PlayStation‘Iron Soldier 3’ rrp. £29.99 


X-CEI-I.ENX OFFER 
An XBox Consol e Plus 
X-tra Controller 
Plus ANY Game 
For Only 


SHK-Neo Beo Console 


Drcamcast 


Fantastic PS2 O FFERS 
PS2 + 2 Games or 
PS2 + Metal Gear Solid 2 or 
PS2 + Ridge Racer 5 + Duai Shock Controiler 

Any one for £2 3 O.OO 


^BA Showtime 
Fur Fighters 
■V " Spreri fftviiTt- 
‘*'n World Grand Prix 
World Wide Soccer 
Revolt 

Chu Chu Rocket 
Soul Fighter 
Virtua Fighter STB 
Slave Zero 
Toy Story 2 
Buzz Lightyear 
Super Runabout 

* Choose From Above List 
Please Provide Choice Of 4 


Or Buy Any 2 Gaines Listed For Only £100 


■zmina 






Scart Version 

Including Scart Lead 


• First person shooter. 

• Full 3D smooth scrolling. 

• Digitized stereo sound effects. 

• Multi-player (4) mode with Link cable. 

• In-game adjustments for screen brightness. 

• One player Death Match against three robots. 

• In-game adjustments for player rotation speed, 

• EEPROM back-up to save two separate games. 

• FMV (full motion video) introduction. 

• Smoke and transparency effects. 

• Too many adversaries to count. 

• Twelve levels to infiltrate. 

• Nine unique weapons. • In-game speech. 


GameBov steering 

Printer Paper WHEEL+PEDALS ^ WdMEJJ— 

with Rumble Force Action 

.il i) i £ ■ OmUU Fore Rons M gfl CkCk 

CameBoy Printers now in stock Only I tBPIi) 

SPECIAL OFFER: GameBoy Pocket and Color Car Adapters Only £2.00 

Personal callers welcome at our shop at Kilby Bridge. Order Processing. Post & Insurance - extra charge. Order with confidence 
from the largest stockists In Europe. Send SAE for game lists. (State system(s) required). Kilby Bridge, WIgston, Leicester LE18 3TE 
OPEN: Mon - Sat 9am - 6pm Sunday 10am - 1pm Tel (0116) 266 0445 Fax (0116) 261 3437 - Email salesra>telegames.co.uk 


TELEGAMES 


FULL LIST/OFFERS ON OUR WEB SITE: WWW.TELEGAMES.CO.UK 


ALL THE NEW GAMES IN STOCK FOR JAGUAR AND LYNX - TELEGAMES HAVE OVER 20 YEARS EXPERIENCE SUPPLYING GAMES AND CONSOLES FOR ALL SYSTEMS 
• INCLUDING - ATARI 2600, 7800, XE/XL GAMES, GAME GEAR, SATURN, MEGADRIVE, MASTER SYSTEM, SUPER NINTENDO, VIRTUALBOY, GAMEBOY, LYNX, 32X, PC 
ENGINE - (GT HANDHELD BACK IN STOCK), COLECOVISION, JAGUAR, INTELLIVISION, NINTENDO 8 BIT, PLAYSTATION 1 AND 2, 300, MEGA CD ... 





































































JBE DONS ITS TRENCH COAT AND SHADES, IN 
ATTEMPT TO INFILTRATE THE WORLD’S MOST 
lEAVILY GUARDED DEVELOPMENT STUDIOS... 




Some of the most important companies in 
the industry are based right here m the UK. 


the time were providing their own 
development tools to developers but, 
as is typically the case (especially 
back then) certain elements were 
always held back. Other developers 
learned of the new tools on the block 
- and after Mending' their wares out a 
few times, Andy and Martin figured 
that they were on to a good thing. 

One thing led to another and SN 
Systems Ltd was started up. Now 
comprising a dedicated team of 34, 
the company has enjoyed enormous 
success purely because they make 


.RLPTFORITIB 
■ MEGADRIVE. SNES, MEGA-CD, SATURN, 


Cube reveals the 
studio that all games 
development 
companies depend 
on... even Nintendo. 


THIS MONTH’S STUDIO Eye takes 

us in a slightly different direction 
from the norm, in that SN Systems 
doesn't actually develop games. The 
company was originally founded after 
Martin Day and Andy Beveridge had 
to resort to writing their own 
development tools in order to get the 
most out the hardware they were 
working with. The results of their 
efforts were pretty impressive - a 
convincing case of 'if you want 
something done properly, do it 
yourself.' Hardware manufacturers at 




































TAKE A LOOK THROUGH THE EYE 


IN THE CUBE WIIH 


CUBE: How did you get into the videogames industry? 
AB: I met Martin (Day) at university and he used to 
write games on his Atari 800.1 did a degree in 
Biochemistry, which wasn't much use, and I decided that 
computing was really where I wanted to be. I came out of 
university and started working with Apple 2s. One way or 
another I started working for a company that developed 
tools for the Commodore Amiga and the Atari ST. Through 
that I went to shows, met people and started doing 
computer games. Meanwhile Martin had been writing 
games in his spare time and had a few small releases on 
the ST. We then formed a company called The Assembly 
Line with Adrian Stevens and John Dale. We had a pile of 
releases through people like US Gold. 

We started to write our own tools simply because 
developers are never happy with their tools. Other 
developers saw them and said that they were really good, 
and that we should sell them. For a while we did both 
games and tools but the games business is so stress- 
ridden and I have a lot respect for the people in it. When 
you see people working 80-hour weeks just to get a 
game through submission, it makes me glad not to be in 
it. With games, once it's out that's it. With tools you can 
always release updates later on if you need to, so it's a 
case of continual development rather than a mad rush. 

CUBE: What titles have you worked on In the past? 
AB: Martin did Zenon II for the Bitmap Brothers and 
Pipe Mania. Adrian did Interphase and Vaccine. All our 
games got great reviews, but most of them weren't big 
sellers. The biggest thing we did was Stunt Island for 
Disney. It still has quite a cult following actually! 


CUBE: What is it exactly that SN Systems does? 

AB: We produce the tools that the games developers 
use to produce the games. We see the games developers 
as our customers. On a business level, we're dealing with 
the publishers and even the hardware manufacturers like 
Sony and Nintendo. 

CUBE: Take for example the GameCube. How exactly 
did you go about approaching Nintendo to create tools 
for its system? 

AB: Nintendo came to us for GameCube. They 
originally came to us when the GameCube was on the 
drawing board, and we were introduced to ArtX 
(responsible for the graphics chip). At the time they 
hadn't even decided what CPU was going to be in it. 
Then it all went quiet and Nintendo went away. After 
that Nintendo worked with CodeWarrior for the tools but 
a number of the developers gave Nintendo a hard time 
and said that they wanted our tools. Nintendo came to 
us and said 'everyone wants your tools - will you do 


developers' lives so much easier. 
Tools for the MegaDrive, SNES, 
Mega CD and Saturn followed 
and SN's efforts didn't go 
unnoticed. The big bang came 
when Sony adopted SN's SDevTC 
tools as part of the official 
package sent out to developers. 

By now SN Systems was a 
household name in the console 
development community and the 
Saturn tools were used by over 
70% of the industry. Its N64 tool- 
set (SN64) provided an essential 
aid to N64 developers. As some 
of our readers may recall there 
were many complaints from 
developers claiming that Nintendo 
was extremely unhelpful when it 
came to software support. If you 
weren't part of the 'Dream Team' 
you could sit in line, and the 
SN64 allowed third parties to get 
something respectable out of a 
(relatively) architecturally unsound 
console. In fact, the product was 
so good that it received the 1999 
Frontline Award for Development 
Environments. 

Moving on, SN's latest exploits 
have seen it providing solutions 
for the next-generation offerings: 


ProDG for PS2, GameCube and 
GBA are now on the market. 
ProDG for GameCube allows 
developers to create software 
under Windows OS and cuts 
development time by around 
30%. NCL (Nintendo of Japan) 
was very quick to announce this 
news, further cementing SN's 
reputation in the industry. 

So there you have it. It's thanks 
to companies like SN Systems 
(and Nintendo obviously) that the 
GameCube is so easy to develop 
for... aww, we could hug you guys! 


CUBE: Top-three video games of all time? 

AB: 1) Rally Speedway on the old Atari (400 and 800, 
not ST). 1983 classic that was stupidly addictive after the 
pub when we were students. This game regularly had us 
all (ie me and my geeky friends) in hysterics. 

2) Disney's Stunt Island on PC 

OK, so it was one of our games when we were 'The 
Assembly Line' (before SN) but getting together the 
demos (which required a committee of us cutting 
multiple 3D-camera scenes to make a movie) for Disney 
got us completely hooked. 

3) Super Mario Kart on N64. Well, it's like flashbacks 
to Rally Speedway all over again isn't it? 

4) Four of us (The Assembly Line again) playing the 
excellent unofficial ‘Aliens' conversion for Doom (we 
found it on the Internet) in the dark. I have never been 
more scared playing a computer game (or doing much 
else for that matter). Some of those lifts were only big 
enough for two people <shudder>, which is a problem 
when a party of four is in a big hurry to get away from 
something. 


them?' 

CUBE: Your SN64 tool-set didn't come out until a few 
years into the console's life. Would you say the lack of 
decent tools was responsible for the lack of decent 
games in the N64's early years? 

AB: It's inevitable with any console where the console 
manufacturer doesn't go to huge lengths to make sure 
that the developers can get to grips with the hardware 
quickly. Lately, Nintendo has become very good at 
tailoring video chips to do what the game developer 
wants. Back then it was really a matter of taking off the 
shelf parts, throwing them together to make a games 
console and just expecting the games developers to find 
things out. Nintendo has never been big on Developer 
Conferences - the DevCons are really good because all 
the developers get together and compare notes on the 
machines. There's nothing like hearing that your rival has 
got a polygon count 50% higher than yours to make you 
want to really push the machine. With Nintendo, the 
developers were all very closed and didn't co-operate 
like that. 

CUBE: How do your tools differ from something like 
RenderWare? 

AB: RenderWare is basically a toolbox and a library of 
useful 3D capability. It takes care of all of the drawing for 
you. If you use RenderWare and a 3D Modelling package 
then you just take your models, feed them into 
RenderWare and write a small amount of code to hold it 
all together. It takes care of all the technical details, so 
you don't have to worry about how the video chip works 
or DMA throughput. What we do are the programmer's 
tools, which are low-level, nitty-gritty tools that the 
programmer absolutely has to have to get the job done. 
Even if you're using RenderWare you still need 
programmer's tools to write the code, which (with the 
GameCube) means either ProDG or CodeWarrior. 

CUBE: Would you say that the availability of such 
complex tools has made some developers lazy? 

AB: If anything was going to make developers lazy it 
would be the middleware like RenderWare and physics 
packages. Our tools just enable the developer to get 
more work done in the same amount of time, whereas 
RenderWare saves them having to do certain things. 



Here he is. The man himself with all of 
his lovely toys, GC Backup device 'n' all. 


THNKS... 


■ SN Systems is responsible for 
helping developers to get more 
out of the GameCube and GBA in 
a shorter space of time. As if the 
GameCube wasn't developer- 
friendly enough, ifs now even 
easier to work with. As the months 
go on SN will find other tasks that 
the hardware is capable of 
performing, and then the tool-sets 
will be updated accordingly. 

Suffice to say, because of SN the 
boundaries of the GameCube will 
continuously grow. You W/K/M 
ain't seen nothing yet 1*;*.-.;^ 




























Yes, we've been promising it for ages - finally though, we've 
been given the all clear to show you what is sure to be one 
of the greatest first-person shoot-'em-ups ever. Dirty vests at 
the ready, everyone... 


So, the GameCube is out 
and everyone's happy... 
but how did the launch 
go? What sort of sales did 
Nintendo get on Day 
One? And what were the 
Cube Clubs like? We go 
undercover to find out 
the truth! 



We thougHit this issue was rammed, but the iist 


WORMS BLAST 

It's Worms... but not as we know 
it. Prepare for some blasting fun! 


SPIDER-MAN 

The movie is already out, but the 
game isn't swinging in far behind 


spyhunur 

Get your super spy skills at the 
ready for Midway's updated classic! 


PIKMIN 

Miyamoto goes garden crazy with 
his latest mind-bending innovation, 
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^IT’S □□□□ TD THLH 


The people who've been 
suffering from Worms for 
absolutely ages finally get the 
Studio Eye treatment... oh, and 
some ointment too. 


One of the most controversial names in beat-'em-up history is ready for a 
comeback... and we've got exclusive coverage of the whole thing! 

All the latest information and 
screenshots for all the greatest games! 

^ XIII SI Phantasy Star Online 

SI Robotech: Battlecry SI F-Zero GO 

SI Super Mario Sunshine SI WWF Wrestiemania X8 


Believe us, breeding your own miniature army 
and rebuilding a whole spaceship isn't easy... so 
let us tell you how to do it, step by step! 


^ Plus all the latest cheatSj tips and 
hinte for the best GameCube titles! 


Battle Houshin 
Doshin The Giant . 
Gauntlet Legends i^ 

SSX Tricky 

RAVE: The Groove Adventure k: 

Batman: Dark Tomorrow ^ 

Jeremy McGrath Supercross 
Eternal Darkness 
Soccer 

Under 


UGENDSOFWRESTUNG 

Whatcha gonna do when Acclaim and 
the GameCube runs wild on you? 




































30 reasons to buy a 
r , CameCube revealed, 
plus Super Smash 
^ Bros Melee, Rogue 
Leader, XC5: Extreme 
^ " Racing, Dave Mirra 2 
W NHL Hitz 20-02, Crazy 
jp Taxi, SSX Tricky, 

Simpsons Road Rage 
1S3 and more! 


MISSED AN ISSUE? 
SEE WHAT AU- THE 
FUSS \NAS ABOUT... 




Huge hardware 

(r review, plus Rogue 

y» Leader, Wave Race, 
Luigi's Mansion, 
Resident Evil, StarFox 
Adventures, Super 
® ii Monkey Ball, FIFA 

2002, Tony Hawk's 3 
W and more! 

^ -fufriiea includes free video! 
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CUBE0206 


Name. 

Signature . 
Address. 


Postcode.. 


Q Cheque/postal order made payable to Paragon Publishing Ltd. 

Amount enclosed. 

Q Credit card type . 

(ACCESS/VISA/MASTERCARD/SWITCH) 

Issue No (Switch)... 

Expiry date. 


Card Number. 


If you don't want to receive related material tick this box. CH 

BACK ISSUES ORDER FORM 

Please tick issues required 

(£4.20 each inc. p+p) UK only. Overseas prices available upon request. 


Q ISSUE ONE (FREE VIDEO) Q ISSUE TWO 
Q ISSUE FOUR Q ISSUE FIVE 


Q ISSUE THREE 


mm m: 

iJiSsiriLiiJC® 


The lowdown on 
Acclaim's CameCube 
releases, a world- 
1^52 exclusive look at Vexx, 
plus Tony Hawk's 3, 
Turok Evolution, Sonic 
Adventure 2, FIFA 
, 2002, Agent Under 

Fire and more! 
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We Stock the Largest Selection of Games and Japanimation DVDs in Yorkshire 


WMV.Clfe^ba 







Wade Lane, Merrion Centre 
Leeds LS2 8LW 
Tel: 0113 242 4008 
Email: info@citycyber.co.uk 
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call from your home or mobile phone to receive your logo, postcard, screensaver or ringtone 


the most wanted operator logos 


— B^EBUBE Lm&XBKJ 
2008191 2008202 2008190 

D<^[iiMi mmm 

2008197 2008199 2008198 

limM 

2008211 2008207 


2008205 


2008212 


2008200 


2008208 


incubus 




mabBB chart ^ 

Gareth Gates - Unchained Melody 
Will Young - Evergreen 
Ali G & Shaggy - Julie 
Shakira • Wherever, Whenever 
Marilyn Manson - Tainted Love 
Nickleback - You Remind me 
JLO - Aint it Funny 
Enrique Iglesias - Hero 
R.Kelly-Worlds Greatest 
City High - Caramel 
More Fire Crew - Oi 
WesUife • Fool Again 
DB Boulevard - Point of View 
Beverly Knight - Shoulda, Coulda, 
Pink-Get The Party Started 
Kylie - In Your Eyes 
Misteeq-BeWith Me 
Ja Rule & Ashanti - Always on Time 


the most wanted ringtones 


Old Skooi Rave /77\ 



2008172 Austin Powers Theme 

2008173 Dr Who Theme 

2008174 James Bond Theme 

2008175 Mission Impossible Theme 

2008178 PinkPanther Theme 

2008177 The Sweeney Theme 

2008178 Postman Pat Theme 

2008179 Star wars Theme 



Rock 



2008156 

Marilyn manson ■ Tainted Love 

2008180 

Dr Dre • Forget About Ore 

2008157 

POD ■ Alive 

2008181 

MOP • Cold as Ice 

2008158 

Black Sabbath • Iron Man 

2008182 

DMX • Party Up 

2008159 

Sum 41 • in Too Deep 

2008183 

Dr Dre ■ The Next Episode / 

2008160 

Slipknot • Wait and Bleed 

2008184 

Tupac • California Love = 

2008161 

A Ant Farm • Movies 

2008185 

Eminiem • My Name is. ■ 

2008162 

A ■ Nothing 

2008186 

D12 and Eminem • Purple Hills 

2008163 

System of a Down ■ Chop Suey 

2008187 

Miss E • Get Your freak On 


visit mobee.co.uk for 1000s more ringtones logos/postcards & screensavers 



cell the order hotline 


Mm 3210/3310 i Mil 3210/3310 
3330/51n|«S) I 3330/<1ii/3210 
lin/7110/1210 { 71W/I11(V8210 
88X/9110 ien/9110 


enter the code when asked fPOm ElPO Call 1580 939 041 


l^,wrdioa>IBimintMly 

item not delivered within 24 hre? wrong item? call 0870 840 8050 


cafetotheorderlmecostCI 50/minc^ from a mobfc may cost more, average caR length Bmms. 
you must be over 16 m use tivs service, ask permission from the perso) who pays for the phone bd before caSng 
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To Advertise In 




Contact 

Felicity Mead on 

01202 200224 

or 

felicity@paragon.co.uk 
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Graphic Novel? 


0iolce^f, 

Phoiie&f ^ 


* King Cat Entertainment '’’vm.ntsto: 


King Cat 
PO Box 24363 


^Caii: 020 8972 9494„..„ 

^ Mon-Sat 11am/7pm cwitqff 


secure online ordering 


XBOX 

Dark Summit Jet Set Radio Future 

Genma Onimusha Halo 

Simpson Road Rage Project Gotham Racing 


Action Figures 

Videos/DVD's 

T-Shirts 

Posters 

Games 

and loads more... 




Mad Dash 
Bloodwake 
Max Payne 
Tiransworld Surf 
Wreckless 

Advance 
Tekken Advance 
Golden Sun 
Breath of Fire 2 
Crash Bandicoot: 
animal Forest 
Scorpion King 
Broken Sword 

CameCube 

Fifa 2002 


Dead or Alive 3 
Tony Hawk's Pro 3 
Oddworld: Munch's Oddysee 
Amped 
and more... 


Street Fighter Alpha 3 
Sonic Advance 
Dark Arena 
Mario Advance 2 
Robopon: Cross Version 
Robopon: Ring Version 
and more... 


Massive selection of Anime 
products. 

Check online or call for details. 


^ ^^CAJUfCAPW/tS 

Call: 0906 557 5551 

For your brochure and chance to win 
loads of Anime goodies. 


Fifa 2002 Luigi's Mansion 

Sonic Adventures 2 Wave Race: Blue Storm 
Rogue Leader Super Smash Bros. Melee 

Pikmin James Bond: Agent under Fire 

Turok Evolution NBA 2k2 

Super Monkey Ball and more... 

StarFox Dinosaur Planet 


PS2 

Metal Gear Solid 2 
Final Fantasy X 
New Platinum Range 


Controllers 
Memory cards 
and loads more... 


3m 




0906 577 5551 



































GET A MATE 

IRATE!!! 


CALL THIS NUMBER 




you CHOOSE THE WIND-UP! 

•MR FURY 
•MR STUTTER 
•THE DETECTIVE 
•INVITE TO NO. 10 
•MY DAUGHTER'S PREGNANT 
•IRATE DELIVERY DRIVER 


ycEV yOUR MATE'S NUMBER 

hear their RSactto/v/ 


Calls cost £l/min at all times. Jokelines PO Box 43, Warminster, Wiltshire, 
BA12 7PP. Please seek permission from the person paying the bill before calling. 



Wl 



Available to Vodafone, Cellnet and Orange users. 
To Unsubscribe send ‘U CHAT’ tn 83038 

Each text costs to receive CI.SO Vodafone, Cellnet and Orange 
Box 201 CA48GU 











































































save 

money! 


Pay just £29 for 12 issues! 


to CUBE AND SAVE OVER £S 


Subscribe to the world's best Nintendo GameCube 
magazine and not only will you save money over 24% 
on the newsstand price - but you'll also get: 

The latest GameCube developments, unofficial reviews 

and previews of games from Nintendo's big brand 

names and a huge solutions section 

Regular free gifts and promotions 

Each issue delivered direct to your door every month 

A money back guarantee - change your mind and we'll 

give you a full refund on all unmailed issues! 


Pay by direct debit and you can spread the cost of your 
subscription and pay just £6.52 every three issues. Paying 
by direct debit is easy and hassle free - we'll just keep 
sending your magazines to you until you tell us to stop. 
And you'll save yourself an extra 10% too! 

To subscribe, complete and return the form opposite, 
email cube@cisubs.co.uk or call our subscription hotline 
on 01454 642442. 


You'll get 
the very 
latest 
previews 
sent 

straight to 
your door! 





See the 


1 
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reviews 
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YES, I WOULD LIKE TO SUBSCRIBE TO 


CUBE0206 


PERSONAL DETAILS 


Your name 

Address 






Post code 

Email 


Phone number 

Date of Birth 


SUBSCRIPTION AS A GIFT 

Name 

Address 


Post code 

Email 


Phone number 

Date of Birth 



Please return this order form or a photocopy of it 
together with your cheque/PO (if applicable) to the 
p u bI Ts h m g following address: Paragon Publishing Ltd, FREEPOST 
(SWBI565), Patchway, BRISTOL, BS32 OZZ. 

From time to time. Paragon sends out news about exciting new products and 
opportunities that are of interest to readers. If you do not wish to receive such 
information, please tick this box. □ 


PAYMENT DETAILS 
I. Direct Debit 

□ UK only £6.52 every three issues - 


SAVE AN EXTRA 10% 


Instruction to your Bank or 
Building society to pay by Direct Debit 

Please fill in the form and send it to; Paragon Publishing Ltd, Freepost (SWBI565), Patchway, Bristol, BS32 OZZ 


Name and full postal address of your Bank or Building Society 


Originator's Identification Number 


Name(s) of account holder(s) 


Instructions to your Bank or Building society. 

Please pay Paragon Publishing Ltd Direct Debits from the account detailed in 
this instruction subject to the safeguards assured by the Direct Debit guarantee. 
I understand that this instruction may remain with Paragon Publishing Ltd and, 
if so. details will be passed on electronically to my Bank/Building society 


Bank/Building society account number 


Banks and building societies may not accept Direct Debit instructions for some types of account 


2. Cheque/credit;/debit card 

□ UK £29 for 12 issues □ Europe £43 for 12 issues □ World £63 for 12 issues 

□ Cheque (£’s sterling made payable to Paragon Publishing Ltd) 

□ Visa □ Mastercard □ Amex □ Switch □ Delta 

























































FANTASTIC 

BAMECUBE DEALS 

SAVE UP TO 

£28 



LUIGI’S TONY HAWK’S 3 $ MONKEY BALL SW: ROGUE S. SMASH BROS 


37.99 39.99 38.99 39.99 37.99 37.99 





BESTSELLING P52 GAMES 


CHCMa OF PURPLE OR 
black 6AMECUBE 

Gamecube & Official Controller . £164.99 

Includes Console, one Official Controller 

Gamecube BONUS PACK . £179.99 

Includes Console, one Official Controller, one Logic 3 controller & one 
Logic 3 Memory Card 

Gamecube STAR WARS BONUS PACK . £216.99 

Includes Console, one Official Controller, one Logic 3 controller, one 
Logic 3 Memory Card & Star Wars; Rogue Leader game 

All packs inclucte a Scart Lead (requires Scart compatible television) 


007: AGENT UNDER FIRE.39.99 

ALL-STAR BASEBALL 2002 34.99 

ANiMANIACS .39.99 

ARCTIC THUNDER .38.99 

BATMAN: DARK TOMORROW .39.99 

BATMAN: VENGEANCE .39.99 

BEAR IN THE BIG BLUE HOUSE .39.99 

BLOODY ROAR EXTREME .39.99 

BURNOUT .34.99 

CEL DAMAGE .39.99 

CRASH BANDICOOT .39.99 

CRAZY TAXI 2 .34.99 

CREATURES .39.99 

CROUCHING TIGER, 

HIDDEN DRAGON .39.99 

CUBIC JUGGLER.39.99 

DARK SUMMIT .39.99 

DAVE MIRRA FREESTYLE BMX 2 .34.99 

DIE HARD; NEXT GENERATION .39.99 


DISNEY’S TARZAN FREERIDE .39.99 

DRIVEN .39.99 

ETERNAL DARKNESS: 

SANITY’S REQUIEM.37.99 

EXTREME G3 .34.99 

FIFA 2002 WORLD CUP .39.99 

GALLEON: ISLAND OF MYSTERY .39.99 

GAUNTLET DARK LEGACY .38.99 

HARRY POTTER: CHAMBER OF SECRETS ...39.99 

ISS2 .38.99 

JEREMY MCGRATH SUPERCROSS .34.99 

LEGENDS OF WRESTLING .34.99 

LUIGI’S MANSION .37.99 

NHL HITZ 2002 38.99 

PERFECT DARK: ZERO .37.99 

PHANTASY STAR ONLINE V2 .38.99 

PIKMIN .37.99 

RAVE: GROOVE ADVENTURE .38.99 

RAYMAN ARENA .39.99 

RESIDENT EVIL: BIOHAZARD .39.99 

ROBOCOP .39.99 


WAVE RACE SSX TRICKY S0NIC2BAnLE 

37.99 39.99 38.99 

ROGUE SPEAR .39.99 

RIINP QQ 

SIMPSONS ROAD RAGE 

SONIC ADVENTURE 2 BATTLE .38.99 

SOULCALIBUR2.39.99 

SPIDER-MAN; THE MOVIE .39.99 

SPYHUNTER .38.99 

SSX TRICKY .39.99 

STAR WARS: ROGUE LEADER .39.99 

SUPER MONKEY BALL . 38.99 

SUPER SMASH BROS MELEE .37.99 

TETRIS WORLDS .39.99 

TONY HAWK’S PRO SKATER 3.39,99 

TOPGUN.39.99 

TUROK EVOLUTION .39.99 

UNIVERSAL STUDIOS: PARK ADVENTURE ...39.99 

VIRTUA STRIKER 3 V2002 38.99 

WAVE RACE: BLUE STORM .37.99 

WORMS BLAST .39.99 

WWF WRESTLEMANIA.39.99 

ZOO CUBE .34.99 




STAR BUY 


SAVE £10 



OFFICIAL 59 BLOCK 
MEMORY CARD 
FOR GAMECUBE 


OFFICIAL CONTROLLER 
PURPLE, BLACK OR PURPLE & 
CLEAR FOR GAMECUBE 

24.99 EACH 

INC VAT 


SAITEK DELTA WHEEL 
& PEDALS 
FOR GAMECUBE 


QUALITY CARRY CASES 
FOR GAMECUBE 
FROM 





OFFICIAL GBA 
CONNECTING CABLE 
FOR GAMECUBE 


OFFICIAL TOUGH WEARING 
QUAUTY CARRY CASE 
FOR GBA 


GAME BOY ADVANCE 
ARCTIC, GLACIER, INDIGO, 
CLEAR RED AND NEW BLACK 


64.99 EACH 



THIS IS BOB.. 


Wl Mover £14 million in prizes! 

¥111^ CARS. CASH + MORE! 

wiiuiciiR.co.uk 





HE DOESN'T BUY GAMES, HE WINS THEM! 
Win any GAME or DVD oijwr choice, every di * 


WOULD YOU CHEAT ON LARA? 

OYER 20,000 CHEATS FOR ALL FORMATS! 


Reserve 

Discotil^t Network 

Specifllreserve.wet^ 




WIN! 


Win anvGAME or DVD ofyoRr choice, eveiy dw! OVER 20,000 CHEATS FOR ALL FORMATS! 

ClliH£IUldY.CO.uil UKCHEIirS.COni 


MAIL ORDER SALES - PHONE US ON: 


• £1,500 Pentium 4 PC 

• 77 Games of your choice! 

• £700 in Gift Vouchers! 

• 77 "Gamer of the Month” Trophies 

• “Gamer of the Year 2002” Trophy 
JUST TURN UP AT ANY SPEQAL RESERVE SHOP TO ENTER! 
I FOR MORE INFORMATION VISIT: GAMEROFTHEYEAR.co.uk 


FOR 

OLD! 


0870725 9999 

SHOP WITH US VIA THE INTERNET AT: 

UKGAMES.C0III 


EXCHANGE CONSOLE 
GAMES AND DVD MOVIES 

WHEN YOU BUY ANY NEW ITEM FROM OUR RANGE IN ANY 
OF OUR CLUB SHOPS. WE REGRET NOT ALL GAMES CAN BE 
ACCEPTED. WE REGRET WE CANNOT TAKE PC GAMES. 



OR VISIT ONE OF OUR AMAZING 


7 BIG CLUB SHOPS 


OPEN UNTIL LATE 

BASILDON 

Festival Leisure Park, Basildon, Essex 

^01268 28 11 16 


LOOK OUT FOR 
PRE-OWNED N64 GAMES 


NO 


BRISTOL 

351 Gloucester Road (A38), Bristol 

^ 0117 924 5000 


INCREDIBLE FREE GIFT FROM Special Reserve NO OBLIGATION TO BUY 

JOIN SPECIAL RESERVE FOR A YEAR FOR £7.50 (UK) - CHOOSE ONE OF OVER 40 INCREDIBLE FREE GIFTS! ANYTHING! 


CHELMSFORD 

43 Broomfield Road, Chelmsford 

*0*01245 348 777 




RECHARGEABLE BATT, 
MAINS LEAD & UGHT FOR GBA 


OFFICIAL NINTENDO 
CARRY CASE FOR GBA 



SCREEN MAGNIFIER 
WITH LIGHT FOR GBA 



EGHAM 

M25 j13,168 High Street, Egham, Surrey 

IBT 01784 473 444 


NOniNGHAM 


Ml J25,164 Derby Road, Stapleford, Nottingham 

spoils 949 1000 


SAWBRIDGEWORIH 


HOME ACCESSORY KIT 
FOR GAME BOY COLOR 


RECHARGEABLE BAHERY 
PACK GAME BOYCaOR 


4-WAY LINK CABLE 
FOR GBA 


The Maltings, Station Road, 
Sawbridgeworth, Herts 

■Sr 01279 322 399 


CHOOSE ONE OF OVER 40 INCREDIBLE FREE GIFTS WHEN YOU JOIN SPECIAL RESERVE FOR ONE YEAR! THERE IS NO OBLIGATION TO BUY ANYTHING. MEMBERS RECEIVE REGULAR ISSUES OF THE CLUB MAGAZINE, PLUS REDDY VOUCHERS 
WITH EVERY PURCHASE OVER £5 - COLLECT 5 REDDIES AND CHOOSE ANOTHER FREE GIFT! SEE THE FULL LIST OF GIFTS AT UKGAMES.COM, OR ORDER BY PHONE: 0870 725 9999, OR VISIT ANY SPECIAL RESERVE DISCOUNT STORE. 


f»rlces Include VAT and postage & packing to UK mainland addresses. Trial Membership is £1 including one magazine. All offers are subject to availability. Prices & specifications may change. We sell to 
everyone but the prices listed are for Special Reserve Members. Save = Save off manufacturer's RRP. E&OE - Errors and Omissions Excluded. ‘Satisfaction Guarantee and 0% Pinance suWect to status total 


UPMINSTER 

Just 6mins frotri M25 j29. 209/213 . 

St Mary’s Lane, Upminster, Essex 

•s 01708 22 55 44 










































































































ULllGI 


htGH POINTS: Without 

?i.nn super Mario Kort, super 

3 and Super Mario \Nor 
'n way, thes 

of the Luigi crop. « you 

'played them, it's time for yoi 

; in some vintage Nintendo 
wait for Mario Sunshine. 


nicknames Lugi-poos, 

sanitation engineer Luigi. 

tn a sentence: Thin 

S^gaSt.green-ciothed brother to the 

famous Mario. 


Look at him run! This is prob 
plays second fiddle to Mario. 


question, Super .y- 
Mario Bros - 
Absolute classics in 
the cream c. - 
neveri 
indulge 
you V.-- 

tTJW POINTS: SuperMor/o 

Not a ^ of another game 

:SoSS pr.The graphics and 

sound were changed to appeal 
Bob ^7'rt marked a new 

Hoskins- .ccant, to b.p-~«). 

noN'T mention: His 

Poor Luigi is often oversha 
podgy relative. 

SfUSED^WI' 

John Leguizamo, the care 

most likely 

TO SAY ; M...mm 

Where are you?? 

T fast likely 

TO SAY: Oh Mario! I'm 
for your fame and success! 


always accompanying h 
brother Mario, as said a 
his debut in the arcade 
Bros, back in 1983. He 
in 1985, appearmg m t 

NES/Famicom t 

This was a turn 
player using I-- 
would take his tura 
following three r,. 

Super Mario Bros 
released Super 
'The Lost Levels' in 
Mario Bros 3, possibly 
he's stared in yet. 

Later on 1. - . . 

World on the SNES/Super 
1993. The following year 1 
against his sibling in Super 
It took a while for 1. 

appearance 
updated /»■- 
PX, hosted him, as ' 

Mario Tennis. 

Also in his life, h< 

Mario Party, Super 
Paper Mario. His la 
aptly titled Luigi's I 
Smash Brothers M 
excellent entries onto 


title Super Mario Dru>. 
...vbased system; when the 
Mario lost a life, Luigi 
;urn. He was in the 
NES/Famicom games. 

2, the Japanese- 
Mono Bros 2 (known as 
the West) and Super 
the finest game 


handsow^^fthewa"'"' 

weapo" ^ 

cfeanet. 


vacuurr' 


he appeared in Super Mario 

- T Famicom, m 

he raced 
Mario Kart. 
him to make an 
-o on the Came Boy. The 

Mario Bros, super Mario Bros 

did Mario Cold ant 


mmmano! 


tell Mario. Luigi finally gets 


^IMPROVE YOUR NINTENDO KNOWLEDGE 
L WITH OUR HANDY ‘CHEAT SHEETS’ 










THt WORLD'S NUMBER 1 CHOICE FOR CHEATS & OUlPES] 


CHEATS & TIPS 


Dreamcast. 


GAME BOY 

cOiOk 


A = 0 1 David Beckham Soccer ■ 1=09 

Abe's Oddysee Dead or Alive 2 In Cold Blood 

Abomination Dead or Alive 3 ISS Pro Evolution 

Action Bass Deus Ex ISS Pro Evolution 2 

Action Man Dest. X Devil May Cry Italian Job 

Age of Empires 2 Die Hard trilogy 
Agent Under Fire Die Hard Trilogy 2 

Airblade DIglmon Wond 

Alex F's Play Man 2001 Digimon World 2 
Alex F's Player Manager Dino Crisis 
Alien Resurrection Dino Crisis 2 

Alien Trilogy Discworld 2 

Alienator; Evolution Cont Discworld Noir 
Alone in the Dark 4 Donald Duck Advance 
Alundra Dope Wars 

Alundra 2 Dracula Last Sanctuary 

Amerzone Dracula Resurrection 

Aquanox Dragonball Z ____ 

Armoured Core 2 Dragonball Z: Final Bout ItiMA Manager 2002 

Army Men 3D Driver Lotus Challenge 

Army Men Green Rogue Driver 2 
Army Men S's Heroes 2 Druuna 
Army Men: Land Sea Air Duke Nukem 64 
Army Men; Lock & Load Dune 
Atlantis Dungeon Keeper 

B = 0 2 Dusk Til Dawn 

Bolduf's Gate Dynasty Warriors 2 

Banjo Tooie E = 0 5 

Batman Vengeance Ecks vs Sever 
Battle Realms Eighteen Wheeler 

Blade Empire Earth 

Bloody Roar 3 Enemy Infestation 

Blue Stinger lEscape Monkey [Islam 

Bond; Agent Under Fire Etheflords 
Bouncer Evil Dead: Hail to King 

Breath of Fire Evil Twin 

Breath of Fire 4 Extermination 

Brian Lara Cricket Extreme G3 

Broken Sword 1 & 2 F = 0 6 

Burnout FA PL. F'ball Man. 2001 

C = 0 3 Fear Effect 

C & C: Red Alert Fear Effect: Retro Helix 

C & C: Retaliation FIFA 2001 

C&C;TiberianSun FIFA 2002 
C-12 Final Resistance Fiool Fantasy 7 
Capcom vs SNK 2 " Final Fantasy 8 

Champ. Manager 2000 Final Fantasy 9 
Champ. Manager 2001 Formula 1 2001 
Chase the Express Frank Herbert's Dune 

Chicken Run From Dust Til Dawn 

Citizen Kabuto; Giants Front Mission 3 
City Crisis Fur Fighters 

Civilisation 2 G = 0 7 

Colin McRae Rally Giants: Citizen Kabuto 

Commandos 2 Goldeneye 

Commandos B. En. Lines Golf Resort Tycoon 
Conkers Bad Fur Day Gran Turismo 
Constructor Gran Turismo 2 

Crash Bandicoot Gran iAirlsmo 

Crash Bandicoot 2 Grand Theft Auto 

Crash Bandicoot 3 Grand Theft Auto 2 

Crash Bash Grand Theft/Aul0l3 

Crash Team Racing Grinch 
Crazy Taxi Gun Griffon Blaze 

Crusaders of M&M H = 0 8 

D = 0 4 [Half lUfe 

D Mirra BMX: Max Remix Hdlo 
D. Mirra Freestyle BMX Hany IPotter 
D. Nukem: L. of Babes Harvest Moon 
D. Nukem: Time to Kill [Headhunter 
Dark Cloud Hidden & Dangerous 

Dark Summit Hitman: Codename 47 

Dave Mirra BMX 2 Hogs of War 


Project Eden Submarine Commander 

R = 1 8 Summoner 

Railroad Tycoon 2 Super Mario Advance 

Rainbow Six Super Runabout 

Rally Trophy Supercar St. Challenge 

Rampage Puzzle Attack Syphon Filter 

J Bond: Agent Under Fire Rayman Syphon Filter 2 

Jak & Daxter Rayman 2 Syphon Filter 3 

James Bond: 007 Racing Red Alert 2 Yuri's Revenge T = 2 0 

James Bond: T.W.I.N.E. Red Faction Technomage 

Jedi Power Battles Redguard Tekken 3 

K = 1 1 Resident Evil Tekken Tag Tournament 

Knockout Kings 2001 Resident Evil 2 Tenchu 2 

L = 1 2 Resident Evil 3; Nemesis The Weakest Link 

Leg. of Kain: S. Reaver Resident Evil: C. Veronica The World Is Not Enough 
Legend of Dragoon Resident Evil: Code V. XTheme Hospital 
Legend of Zelda: SeasonsRetum to C WolfensteInTheme Park World 
LA^ Manager 2001 Robot Wars This is Football 2002 

I... . .. Rogue Spear Thrasher Skate & Dest 

Roller Coaster Tycoon Thunderhawk: Op. 

Rune Time Crisis 

Mario Advance Rune: Viking Warlord Time Crisis 2 

Mario Kart Super Circuit Runescape Time Splitters 

Martian Gothic S = 1 9 TOCA World Touring Cars 

Mat Hoffman's Pro BMX S Palmer's Snowboarder Tokyo Extreme Racer 
Max Payne S,Wars; Jedi Power Bats Tomb Raider 

Mech Warrior 3 Scooby Doo Tomb Raider 2 

Medal of Honor Secret Service Tomb Raider 3 

Medal of Honor Underg. Shadow of Memories Tomb Raider 4 

MediEvil Shadowman Tomb Raider 5 

MediEvil 2 Sheep, Dog & Wolf Tomorrow Never Dies 

Men In Black Shenmue Tony Hawk's 

Men In Black: CrashdownSilent Bomber Tony Hawk's 2 

Metal Gear Solid Silent Hill Tony Hawk's 3 

(Metdl Gear [Solid 2 Silent Hill 2 Top Gu n: Com bat Zones 

Metropolis Street Racer Silent Hunter 2 Toy Story 2 

Midnight Club Silent Scope Turok: Dinosaur Hunter 

Midtown Madness 2 Sim City 3000 Twisted Metal Black 

Mission Impossible Sim City 2000 V = 2 2 

Monster Rancher Simpson's Road Rage Vagrant Story 

Monsters Inc Simpson's Wrestling Victorious Boxers 

Mortal Korn bat Trilogy Sims Voyager Elite Force 

Moto Racer 3 Sky Odyssey W = 2 3 

Ms Pacman Smackdown 2 War Hammer: D Omen 

Mummy Returns SmackdownI J. Bring It Wario Land 4 

MX 2002 Smugglers Run Warriors of M & M 

Myth 3 Smugglers Run 2 Warzone2100 

N = 1 4 Soldier of Fortune Wild Thomberry C Chase 

Necronomicon Sonic Adventure 2 Wolfenstein, The Return 

No-One Lives Forever Soul Calibur World C Snooker 2002 

Nox Soul Reaver World Is Not Enough 

0 = 15 Soul Reaver 2 World's S. Police Chases 

Oddworld: Munch's Odd. Spec Ops: Covert Assault Worms Armageddon 

Off Road Wide Open Spec Ops: Rangers Elite WRC: World Rally Champ 

Oni Spec Ops; Stealth Patrol Wu Tang:Taste the Pain 

Onimusha: Warlords ' Spiderman WWF No Mercy 

007 Racing Spiderman 2 WWF Rd to Wrestlemania 

GOT Ajoent[Under lFlr;e Spy Hunter WWF Smackdown 

Operation Winback Spyro 2: Ripto's Rage WWF Smackdown 2 

P = 1 6 Spyro 3: Year of Dragon WWF Smackdown 3 

Parasite Eve 2 , Spyro the Dragon WWF War Zone 

Paris-Dakar Rally Season of Ice X = 2 4 

Perfect Dark SSX Snowboarding X-Files 

Pizza Connection 2 SSX Tricky X-Men Mut. Academy 2 

Planet of the Apes Star Trek: Elite Force X-Squad 

IRlbkemonJCiystal Star Trek: Invasion Z = 2 6 

(RbkemonGbld Star Wars Jedi Power BatsZelda 

Pokemon Red Star Wars: Gal. B'ground Zelda: Majora'sMask 

Pokemon Snap Star Wars: Phantom M. Zelda: Oracle of Ages 

Pokemon Yellow Star Wars: Star Fighter Zelda: Oracle of Seasons 

Premier Manager 2000 State of Emergency Zone of the Enders 

Premier Manager'99 Stingl Zoo Tycoon 

Pro Evolution Soccer Stronghold Zorro 


Batman Vengeance 

C = 0 3 

Cel Damage 
Crazy Taxi 

D = 04 

Dave Mirra Freestyle BAAX 2 

E = 0 5 

ESPN Winter Sports 2002 
Extreme G3 


PlayStation 


PlayStation2 


Gauntlet Dark Legacy 

L = 1 2 

Luigi's Mansion 

M = 1 3 

Madden NFL 2002 

N = 1 4 
NHL Hitz 2002 
NFL Blitz 2002 
NFL Quarterback Qub 2002 
P = 16 

Pikmin 

-R = 1 8 

Rogue Leader 

S = 1 9 

Simpsons: Road Rage 
Sonic Adventure 2 Battle 
Spy Hunter 
SSX Tricky 

Star Wars: IRogue ILoa^or 

Super Monkey Ball 

T = 2 0 

Tarzan Free Ride 

The Simpsons: Road Rage 

Tony Hawk^ tPrp Skator 3 
W = 2 3 

Wave Race: IBIue Storm 
0-9 = 27 

007 Agent Under Fire 
18 Wheeler 


TC^AME BOYa 

rAOVANCEl 


PERSONS AGED 16 OR OVER AAAY CALL THIS NUMBER 


WHAT MAKES CHEATS 
UNLIMITED NO 1? 

• OVER 10,000 CHEATS 
AVAILABLE 

• THE LATEST CHEATS 
ADDED EVERY DAY 

• COMPILED BY GAMING 
EXPERTS 

• 1OOS OF QUALITY 
WALKTHROUGH GUIDES 


PERSONS AGED UNDER 16 MAY CALL THIS NUMBER 


CALLS TO THE ABOVE NUMBERS COST ONLY 60p PER MINUTE 

NON-UK CALLERS:-h44 700 590 7575 

TO SAVE TIME DURING YOUR CALL YOU AAAY PRESS: 

QtO restart THE SERVICE AND GET MORE CHEATS 
OtO move back one menu SELECTION 


Please ensure you have permission from the bill payer before calling. Each call to the under 16's number will cost no more than £3.00, and will end at 5 minutes. Mobile phon^ cafi charges, 
may vary. Please ppt any comments and questions in writing to Interactive Telcom Ltd, 8 Grants Walk, PI25 5AA, or email: custserv@cheatsunlimited.com, or call our 

24hr Customer Service: (Freephone) 0800 081 6000 - --- 


All logos are trademarks of their respective companies 










The ini|hti| armies of light and darh have gathered. The lulure ot a fragile uiorld hangs in the balance. 

ffllll p -Wk«-ii|.^rcB tor good hy hecoining Sonic the superhero in a race for uinrldly peace? Or perhaps you mill succumb to the 

darh and dastardly ShadolTnid reap^fiiJhje destruction upon the earth? The time has come, choose your hedgehog leader uiisely. 

• 30 action stages mlth over SO missions. • lOultipla^elTkitt^i^^hirlng neui battle stages and classic kart racing. • IE [tiaracters to clioose from including 

neuicomers llletal Sonic, fimg. [kaos Zero and the comical Ckao lalkeri' *4iiliancEd Eliao mode boasting neui mini games __ . 

and including an enclusivE linkflip feature uiltb Came log Bdvance..^ - " ^ 


[ir^iraliii M 2i§i! lirSEKIEi ill rijMs rntrTtd lintenda SueCuht' '® aid the EaBetuU Ugs are tradenarlis it liiieidi ti lid. <& Ittiadi 






